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CommandeR 

P R O PH E c V 


Rote'Playing Blowout! 

12+ Games Including Rnal Fantasy VII, 
Ultima Online, Might and Magic VI, 

Return, to Krondot and Quest ior Glory V! 

Winning Strategies 

Kick Butt In MDK, Ristoiy. of 'the 
VVotld, and Shadows Oyer Riva 




REAL 




See evil in a whole new light. 


Gradient lighting means enemies move in and out of the darkness as smoothly 


and realistically as predators of this or any other world. Bi-linear texturing means 


they stay sharp, up close and personal. 24-bit color means the red of their blood 


runs colder. And seamless junctures between network games on a universe 


of servers means this is immersion you never have to leave. 


rever. 


Primed for Pentium 
Maximized for MMX”Technology 


LOOK FOR THE NOVEL FROM POCKET BOOKS 

Unieal™ ©1997 Epic Megigames, Inc. All Rights Resorvcil. Created by Epic Msgagames, Inc. In collabciallon with Olgllal Extremes. Published and distributed by GT interactive Saltwaie Corp. Microsoft® r 
registered trademarks ol Mlciosott Corporation. MUX"' and the MMX Logo'" are trademarks of Inlet Corporation. All other trademarks are the property of their respectlue companies. 


I Windows® i 


CIRCLE READER SERVICE #367 







www.accolade.com 

CIRCLE READER SERVICE #291 

■ 1997 Accolade, Inc. Accolade, Deadlock tl and Deadlock II: Shrine Wars are trademarks of Accolade, Inc. 
Cyberlore and the Cyberlorc loyo are trademarks of Cyberlore, Inc. All rights reserved. 


Call 1-800-771-3772 
for Game Rating 
Information 
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Play 42 scenarios or use the mission editor 
to create unlimited scenarios and campaigns. 


Battle online against real opponents with 
Accolade's new game matching service. 


Command more than 40 units and test 
new strategies as you seek to dominate 
your enemies. 






ilGuy^uTiT 

■ElilllJl! WOlili 


k- OtIDU) 


Gommand any of 3 alien races^wead) 
boasting a unique set of skills andiabpei 


3 Theaters Df,Bgttle 
A deadly mix ot space combat, planetaiM 
assault and covert base infiltrationi 


■S' ■ ■ 3 Epl:d-(ihaR,tB.fM 
, 3 separate storylines intertwjne 
within 30 scenarios to iell the epic^ 
saga of a universe on'Jhe.brirtk, 


Spectacular'SpeciaT EffeEts 
; ■ Reahtime’light-sourcing,. 

' ' environmental effects, and interactive 
terrain are only the beginning 


■ ■'-^'*Eamp8igr%.B:Eli{Qr 
Create full carhpaigns from Sustjm' 
designed scenarios': Define 
yictory-oonditipns; -record-voices 
''■,^nd much, rriuch more... 


oiujLU. blizzard, com 
l-BQO-953-SNOai 
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PROPHECY 

^ " All new, from the landing pad up, the 
fifth game in Origin’s papular space 
fighter series is a visuai knock-out. With a 
powerful new 3D eng ine and a renewed 
emphasis on game- . 

piay. Prophecy ’• A ^ ; Y 

looks to eclipse aii • a,' | . 

previous Wing , 

Commanders and -y ^ 

both Privateers. So 
climb into the cock- , 

pit for your exciu- * • V 

sive first iook at the future of space combat. 


FEATURES;^if| 

Role-Plaving Roundup! 

After a long dry season in 
quality RPGs, role-playing is 
poised on a bona fide revival. We’re 
staring down the dungeons of more 

than a dozen ■ ■; ay. - ^ — 

titles, with f Y 
enough hack- 

.’■n’-siash to ’ '%y 

keep your fires \ _ ' 

lit ‘til spring. i 

•■Also, see our Li.,. i! — 

picks for the best RPGs of all time!' 


3D Graphics Overview 

'" 7 You’ve seen the hype, 

- now get the facts. Our ' ■ 
own Mr. Wizard, Loyd Case, helps 
explain the ---n 

issues .; 

surround- U ii-iL gg ’.A 
ing3D. 

cards, ■ 7^ 

features, | 

and their ■■■■clauBWMBe 

failings. Find out what you need 
to know about the most important 
new technology in gaming. 
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EEl MDK> 

ESI History of the World 
ESI Scorpia’s Tale: 

Shadows Over Riva 
EiEl CGTips! 


COLUMNS 


DEPARTMENTS 


|14 OntheCIHIOM 

What’s on the CD and How to Use lt| 

10 CG-Online 

Gaming Goodness on the Web 

|25 JotHHiy Wilson 

Fair Game for Game Criticsl 

20 Letteis 

Our Readers Speak Out 

|42 READ.IilIE 

News, Views, and the Latest ReleasesI 

350 Hall Of Fame 

Greatest Games of All Time 

1 3S1 Patches 

Game Files to Kill Bugs Dead| 

352 Top 100 

Readers Rate the Top Games 


fH Age of Empires ► 
til Defiance 
13 NetStorm 

E3 Broken Sword:The Smoking Mirror 
El NFL Legends '98 


Lloyd Case BuiMing the PC for the Millennuiin 

Elliotf Chin Trihule To a Creat Game Designer 

EEl Dennis McCauley A Sports Fan's Ulew nl E3 

Ei3 Denny Atkin Shy Warriors With Gnest Coinninist Rohin G. Wm 
Em Charles Ardai Why Games Shonid Not Try To Be Movies 
Em Terry Coleman Hot Strategy Games-lrom Microsoft? 
Em Martin Cirulis What's the Deal With.. .Ethics? 


im Intergraph TD-25 System 
m Princeton Graphics AR 27 Monitor 
m 'iSmaha System 25 Speakers 
m Terratec Base 1 Sound Card 
m Logitech CyberMan 2 
fm VideoLogic Apocalypse 3Dx 
fFl Saitek X36 Joystick/Throttle 
[m Cambridge Soundworks' 

PC Works Speakers ► 

EJ Panasonic 24X Atapi CD-ROM 


REVIEWS 


ADVENTURE/ROLE-PLAYIHG 

202 DA: Pursuit of Justice ► 


ACTION 

200 Meat Puppet 
2|0 Wipeout XL 
212 Carmageddon 
210 War Gods 


SPORTS 


222 Tony La Russa Baseball 4 

220 FPS: Baseball Pro '98 

220 Grand Slam 

230 Kickoff 97 

234 PGA Tour Pro 


CLASSIC/PUZZLES 

238 StratajamsP 


SIMULATION^ 

240 Su-27 Flanker 1.5 

Mission Disk 
244 688i Hunter/Killer 

240 iF-22 


STRATECY/WAROAHES 

250 Warlords III' 

250 Dungeon Keeper 

204 X-COM: Apocalypse 

270 Decisive Battles of WWII: ■ — 

The Ardennes Offensive ■ ■ 

270 Enemy Nations ■ T 

202 Steven Spielberg's ^ I 

Director’s Chair: ^ 

203 Hollywood Mogul 
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Wage unrelenting Internel batlles Confront responsive AI which detects Create unique maps and missions 

over Activision's free gaming service. and adjusts inielligenlly to your tactics. wiih the easyio-use Consiruciion Kit. 










'reiniijili is the world's first game 
vral h Video Reality'^' technology. It's a 
psychological thriller that'll immerse yoii 
in of completely seamless, incredibly 
realistic, motion picture-tjunlity gaming. 


Video rehlITV 



SOUTHPEAK 

IHleftACTIVE 


WWW.SOUl 


.com 
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Want it. BAD 
Get it. FREE 
Live it. NOW 



166MHzTD-25 


233MHzTD-25 


• lntell66MHzPentium'ProcessorwilhMMX 
•32MB (1-32MB) DIMM 

• 512K Pipelined Burst Cache 

• Intense 3D100W/4MB EDO RAM 

• 17".27(lp, 1280xl024Monitor(16.0"viewoble) 

• 1.7GB 1 0ms EIDE Hard Disk 

• Floppy 3.5", 1 .44MB 

• 7 slots (3 PCI, 3 ISA, 1 Shared), 6 Drive Bays 

• 2 USB Ports, 1 Poioilel Pott, 2 Serial Ports 

• Dual EIDE channel/UItta DMA 33/4 devices 


• Intel 233MHz Pentium'' Processor with MMX 
•32MB (1-32MB) DIMM 

• 51 2K Pipelined Burst Cache 

• Intense 3D 1 00 W/4MB EDO RAM 

• 17".27dp, 1280x1 024 Monilor(16.0"viewable) 
•3.5GB 10ms EIDE Hard Disk 

• Floppy 3.5", 1.44MB 

• 7 slots {3 PCI, 3 ISA, 1 Shared), 6 Drive Bays 

• 2 USB Ports, 1 Parallel Pott, 2 Serial Ports 

• Dual EIDE channel/UlIro DMA 33/4 devices 


$ 2 , 099 - 


$ 2 , 469 ' 


233MHzTD-225 

• Intel 233MHz Pentium" II Processor 
•64MB (2-32MB) EDO SIMMs 

• 512K Pipelined Burst Cache 

• Intense 3D 100 w/4MB EDO RAM 

• ]7".27dp, 1280x1024 Monitor (16.0"viewable) 

• 1.7GB 10ms EIDE Hard Disk 

• Floppy 3,5", 1.44MB 

• 7 slots (4 PCI, 2 ISA, 1 Shared), 6 Drive Bays 

• 2 USB Ports, 1 Parallel Pott, 2 Seriol Potts 

• Dual EIDE channe(/4 devices 


Systems include; 30-day money-back guatnnfee, 3 year limited warranty,* one year on site, Windows 95“w/30 Days Free Phone Support, Microsoft* 
IntelliMouse" Windows" 95 ready 1 04-key keyboard, Robotics 33,6 KBPS FaVDnta modem, tool-free mini tower case, and Ensoniq Wavetnble 

Card, Speakers 8. Mic, sS*"24X Variable CD-ROM 




66MHZTD-225 

Intel 266MHz Pentiuni*ll Pjoceaor 

64MB (2-32MB) EDO SIMMs 

512i( Pipelined Burst Cache 

intense 3D Pro 1 000 w/1 6MB RAM 

21" .25 dp, 1600x1200 Monitor {20.0" viewohle) 

3.5GB 10ms EIDE Hard Disk 


Order Direct Now! 
1 - 800 - 692-8069 


Floppy 3.5" 1,44MB 

7 slots (4 PCI, 2 ISA, 1 Shored), 6 Drive Boys 
2 USB Ports, 1 Parallel Port, 2 Seriol Ports 
Dual EIDE channel/4 devices 


► 5,279 


or order on-line 
www.intergraph.coni/express 
Next-day shipment available. 


’S)ma(m4Mbyliileii)ii)pliCtrKniiM.0ii,|lnieftkitwrn« SO-doynioray'Imkpoii'cydtaPolhdiataM^inelniAmiUiipngodlwdogd.^ 

CvpanMi. noiisn Intargraph Compulu Sjuteiiu l•2Q5•730■5441 
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CG\N Squires have fetched 

many a demo for thee... 


A mixed bounty 
awaits thee at 
thy table 
tonight. Feast 
your eyes upon eight AVIs 
that preview many of the 
role-playing games featured 
in this very issue. Those 
who desire more than an 
eyeful can play the 11 
playable demos, in addition 
to five of the greatest RPGs 
ever made for the PC. ’Tis 
a good time to be an RPG 
fan, yea verily. 


CURSE OF MONKEY ISLAND The much-anticipated 
third chapter to LucasArts' popular adventure game. 


How to Use the Disc 


BETRAYAL AT KRONDOR 


The CD is Autoplay enabled and should 
begin when you toad it into the CD-ROM drive. 
Otherwise, select Run from the Program 
Manager in Windows 3.x, or Start Menu in 
Windows 95, and type D:\RUN-ME {where D is 
the letter of your CD-ROM drive) to run it 
straight from the CD. You may type D:\INSTALL 
to create a CGIV program group on your 
Windows desktop for future fun. Many demos 
require the disc to be in the CD ROM drive in 
order to run; therefore, we recommend 
installing the demos from our disc. 


LEGENDS OF KESMAI 

How to Access Patch Files 

Click on Patches under the CGW Features, and 
then read the text window that has instructions on 
copying the files to your hard drive. You can also 
access the patches from a DOS prompt by typing 
D:\PATCHES (where D: is the letter of your CD-ROM 
drive) and copying them directly to your hard drive. 
We strongly recommend that you back up any previ- 
ously saved games before installing a patch, as this 
may overwrite your existing program. 



WIZARDRY VI: BANE OF THE COSMIC FORGE 


ccw 
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OCTOBER Ce-ROM TITLES 


Didn’t Get the CD-ROM? 

Look lor our CD-ROM version wherever you 
buy Computer Gaming World. 

To subscribe to the CD-ROM version ol the 
magazine, cali (303) 665-8930, and specify that 
you want the CD-ROM version. Piease note that 
if you already receive the magazine without the 
CD, you must wait until your current subscrip- 
tion expires before receiving the CD version. 

If you have a problem receiving the CD ver- 
sion, send an emaii with your name, address, 
phone number, and subscriber number to 
cgw@neodata.com. Neodata is a magazine 
fulfiiiment house which is not owned or 
operated by Ziff-Davis. 


rini 

PLumin 

omwiir 

immBLE 

BattleSpire 

Win 

BATTIESP 

batlle3.avi 

Belraral at Krondor 

WInIDOS 

KRONDOR 

setuu.exe 

Constructor 

WInIDDS 

CONSTRUC 

install.exe 

Curse of Monkey tsiand 

95 

comi 

curse.exe 

Dynamic Gin 

95 

SICID32GIN 

dgseluu.exe 

Exile III 

Winig5 

EXIL3IHS 

install.exe 

Fallen Heroes 

DGS only 

SiCIFALLEN 

install.exe 

Heavy Gear 

95 

HEAVYGEAR 

geaiCD.avi 

Lands of Lore: Guardians 

95 

LANDSOF 

loLhres.avi 

Legends of Kesmai 

Wlnf95 

LEGEND 

ikuOGS.exe 

Maglx music Maker 

Wlnl95 

mUMA30 

Install.exe 

meridian 59 

95 

M59 

setuu.exe 

Might & Magic 1 

WInIDOS 

MMIIGAME 

lnstall.bat 

Might & Magic VI 

Win/g5 

MMG 

mm6demo.avi 

NASCAH Pak 

WInIDBS 

rool:N2FANTAS 

install.exe 

Pro Backgammon 

95 

SICIPROBACK 

uroback.exe 

Quake 

NIA 

NIA 

NIA 

Quest ter Glory V 

Wlnl95 

QUEST 

splash.htm 

Temujin 

Wlnf95 

TEMUJIN 

temujin.avi 

Ultima IV: Quest ... 

WInIDOS 

ULTIMAA 

lnstall.bat 

Ugrising 

95 

UPRISING 

uurlslng.avl 

Wasteland 

WInIDOS 

WL 

wi.exe 

Wing Commander 5 

95 

wc 

urouhecy.ayi 

Wlueoul XL 

95 

WIPEOUT 

launcher.exe 

Wizardry VI: Bane ... 

DOS only 

WIZVI 

lnstall.bat 

XFire 

95 

XFIRE 

xlire.avi 


WIPEOUT XL Psygnosis brings the popular 
PlayStation arcade-racer to the PC, 


WING COMMANDERj PROPHECY Sit down, grab 
your popcorn, and enjoy the trailer for Origin's next 
space epic. 


NASCAR RACING 2 Two new tracks for the best rac- 
ing-sim of '96 from Sierra On-Line. 


CONSTRUCTOR SimCity with attitude from 
Acclaim. 
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DEATH nothing 


Ploy ds one of 4 death-dealing 
Magesloyers ocross dozens 
of hellish levels. 





- •^^oUl-destroitifiS-T-D 
'■ envi%niiients heaving with 
diabolical traps and mysteries. 


)■ , ^ 'v h 

4'V.', V' 


Death would be loo easv. 

Too liHle lo repay a 

thousand year old debt. 

Too quick to satisfy the hunger of One you 
bef rayed and lett to the ravages of the Maiges 
in another niillenniuni. 

Bel ore LORE THANE extracts 

(lis terrible price on your body and SOUl. you are 
bound lo wander through live worlds ol atrocity. 

Stoking your powers. SoK’ing internal mysteries, 
fathering rtia§lC ^^d arcane knowledge. 

Fighting your way through PEAK into MADNESS 
for one last, desperate struggle against Evil, I'iniselt. 

Only tfien will he anoinf .vou with the last 
sacrdttients ot your tornierU. 


aii-poWerful war che,st of 
magical ottacks like Chain Lightning 
and the Firewhip. 


Death would be too easv. 




A malevolent 
315 fantasy quest 
from the creators of 
HE.XEN" and HEXEN II’.' 


Spread thejvil with seveitl 
modes of HultiSlayer action 
for up to 16 players. 


Windows’ 95 


aft* 


MagcSiayef n 1107 Rtivim Snltwaio, Inc. All Riglils ResanKt, PiililiiJKtil an 
Cuip. GT Is ii'liiiiliiindik mid llm UT UkjuW Is a ntulalerml ittidointiik nt GI 
IS It legblaiuil li.vlcniark u) Miciusull Cwp All oIlKtr iradiitimks Jiii llie pn 


Kliiliiilad by (11 Inteiaclivc Sadwaie 
ttiicIlvR Sullwaie Curp. Windows so 
ly nl Iticir lesiHtlivu cniiiptinnts. 


t ZfGTInle 

* www.ginnii 




Ce-ONLINE 



Netieu r 


20 hours free] 
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Z iff-Davis has combined fhe expertise 
of Cfil/I/ and GameSpot to bring you 
the best gaming resources on the 
Web. Whether it’s the latest game 
demos, breaking reviews, hot scoops, 
or detailed strategies, you’ll find everything you 
need to stay on the cutting edge. In addition, 
watch for our groundbreaking new hardware 
site. Upgrade!, with Loyd Case’s top oicks for 
peak performance. 

!llcjw.ianiespoUomroctobet 

As you read ttirough youf issue of CGW each month, watch for 
the CG Online bug, which points to a related online article at 
www.computerganiing.cam. If you're interested in taking part in 
our discussions about gaming, check out the CGW Forums on 

ZDNet at www.zdnet.com. CGW reviewer 
, and columnist Dennis McCauley and CGW 
P'1 iniK Sysop Arlan Levitan host ongoing discus- 
sions on ZDNet's Community Center. 

If you're looking tor the earliest news and reviews in gaming, 
turn to the experts at GameSpot. Here’s a brief overview of what 
you can expect on GameSpot over the next tew weeks. To see 
these articles and others, point your browser to the ultimate gam- 
ing page at http:ffcgw.gamespot.com/october. 

Computer Gaming World 

T urn to CGH/ Online for news, reviews, strategy articles, and 
behind-the-scenes features on hundreds of lop computer 
games. Because of our joint venture with GameSpot. you’il 
also see some articles posted online before they're in print! 

Highlights this month include an exclusive behind-the-scenes 
look at Westwood SludiosI You’ll see the latest on Westwood's 
incredible new lineup, including Blade Runner, Command & 

Conquer; Sole Survivor, Lands of Lore III, Command & Conquer 2 
and more. You’il also want to see Sir-Tech's upcoming X-Fire, one 
of the hottest tities on display at E3. If you like your combat fast and 
furious, this third-person action game will light your fire. Point your 
browser to www.computergaming.com. 


What’s On GameSpot? 


! STRAfEGY GUIDES 


w; 


f here’s the best place on the Web to find strategy guides for all Ihe games 
f you're playing? GameSpot, of course. If you're looking for help with X-Wing 
vs. TIE Fighter, look no further. You'll find everything you need to become the 
ace pilot of your dreams. 

For those who prefer to hide out below ground, GameSpot's guide to Dungeon 
Keeper will help you maximize your potential. With our help, neither pesky heroes nor 
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(F (T S BATTW YOU WANT, 
(T S BATTLE mu GET! 


Death Match battle for up 
to 8 players over network 
or modem. 


Immersive 3D dnematics 
between 13 intense levels 
and, if you ever get there, 
an epic movie at the 
shocking conclusion. 


LASERLOK” TARGETING SYSTEM 
CAPTURES THE TARGET THEN THE 
LONG ARM OF YOUR SPREADGUN 
REACHES OUT FOR THE KILL. 


“Like Rebel Assault"'’ with real 
. . sharp 3D engine that 
toe to toe with CJuake"'’ . . 

PC Gamer 


SUDDENLY, 
CRASHING DOWN 
ALL HELL BROKE 


CET (T THIS mV 


• 3D acceleration for 3Dfx, 
Rendition and others plus 
Brilliant 640 x 480 Super 
VGA resolution. 


Compelling story. Solve 
baffling puzzles to 
. advance between levels. 
Smooth 3D combat with 
TruFlow™ technology. 

• 19 different horrific 

^pi^atures attack you again 
^n'(f again from above, 

Uow and in your face! 
it 

ivigate 13 levels of 
intense action. 


1997 Visceral Productions, Baltimore, MD 
DIVISION OF AVALON HILL GAME COMPANY 
.17 Harford Road, Baltimore, MO 21214-3192 


CIRCLE READER SERVICE #167 

Visit our web site: www.avalonhiU.com 
1 - 800 - 999-3222 


Rebel Assaull, Quake. 30lx and 
Rendition arc trademarks of their 
re^reclivo ovmers. All nghi reserved 
DehatUN}. Visceral. TruFlov/ and LaserLok 
are trademarks ot Viscoral Productions. 





other dungeon keepers will be any match for 
you. And it doesn’t stop there. Check out our 
strategy guides for iwTERSTATE 76, MDK, Magic: 
The Gathering, Diablo, and many more of the 
hottest games. 

GAM ESPOT NEWS I 

I f you’ve been watching GameSpot News over 
the last few months, you’li know that we were 
the first to bring you live coverage from the 
show floor of the Eiectronic Entertainment Expo 
(E3) each day. You'll also remember that we had 
exclusive screenshots of GT Interactive’s new 
action-RPG Youngslood, and that Dave Perry 
talked to us first about Messiah, his new game for 
Shiny Entertainment. The proof is in the pages. 

For the very latest in computer and video game- 
related news, GameSpot News is the place to be. 

DESIGNER DIARIES 

G ameSpot's Designer Diaries provide ongoing 
coverage of games in development, as told 
by the developers themselves. Tom Hall of 




DEMOS 

G ameSpot has one of the most 
extensive libraries of game demos, 
patches, and utilities online. In fact, 
you can try many of the games reviewed 
in this month’s issue of CGlVby down- 
loading the demos from GameSpot's site. 
Look out for Meat Puppet, Wipeout XL, 
Cari^ageddon, Front Page Sports: Baseball 
Pro ’98, Warlords III, and X-Com: 
Apocalypse. We upload new demos daily, 
so be sure to come back for more. 


ION Storm, who reports weekly 
on the progress of his new 
game Anachronox, recently dis- 
cussed the process of making 
design decisions for the perspec- 
tive and control system in the 
game. "We’re choosing a new way 
of doing things, and I think it is the 
best w^... there aren’t any clear-cut 
choices nor any true examples of 
what 1 want to do, so I have to trust 
my instincts. And my instincts tell me 
this is going to rock!" 

Look out, too, for Designer Diaries 
from Activision, for both Dark Reign and 
ZORK Grand Inquisitor, and from Sierra 
Online for Quest for Glory: Dragon Fire. 

FEATURES 

T he GameSpot Features Department 
covers a wide variety of stories that 
will appeal to both hard-core and 
casual gamers alike. Examine the History of the 
3D Shooter, as our feature follows the develop- 
ment of one of the most popular genres in com- 
puter gaming. From Wolfenstein 3D to 
QuAKE...and beyond. It’s all there. 

We’ve asked adventure game designers to look 
into their crystal balls and tell us what they think 
about the Future of the Adventure Game. Rnd out 
their opinions on where this ailing genre might be 
headed, and what each designer plans to do about it. 

Wondering where you can buy games online? 
GameSpot's recent feature, a Guide to Buying 
Games Online, not only shows you where 
you can purchase your favorite games, but 
also compares prices and availability to 
ensure you get the best possible deal, 
every time you shop. 

For alt this and more, head over to 
GameSpot's Special Features section. 
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He's skinny. He wears a loincloth. He has no weapons. 
(He's the guy that you play.) 



Walk. Talk. Feel. Hide. Think. And take on the ugliest 
bunch of carnivorous crustaceans this side of a baboon's 
butt in a new kind of game and a brave new world of 
interaction. 

From slavedaborer at Rupture Farms to Liberator of 


the Mudokon, it can all be yours. That is, it you can make 
it through the most inexplicably challenging gameplay in 
the known universe. 

Communicate with real characters. But, not in some 
cardboard RPG. Blow away your enemies. But, not in some 





don’t get mad; get elum 


between a paramite and a hard place 


possession is 9/1 Oths of the law 






one-dimensional shooter. Solve wicked situations and 
wicked enemies. But, not in some wallpaper puzzle game. 
ODDWORLD: ABE’S ODDYSEE takes every game genre 


you’ve ever seen and blends them into one seamless, 
surreal, sensory overload of pure gaming. So take your 
loinclothed butt and claim your destiny. Savior. Or salami. 



n M I N I) GETS ODD THIS OCTOBER 


Strategy Guide 

fl.Ll.f.E. 

Aware Lifeforms In 
Virtual Enlertainment 


avaiiaoie irom 


ODDWOOIDmm 

INIHliyiS v 



Softwai 

f wwwgwitefi 
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The Critic 
As Busybody 


Does Anyone Really Care About Subject Matter? 


S ome people 

don't think that 
editors and 
game reviewers 
should ever 
write about any- 
thing except the 
computer 

games themselves. Others think 
that we should merely talk about 
the way the game plays and never 
comment on particular artistic 
techniques, design decisions, or 
technological innovations. Such 
people either have tunnel vision or 
live in a world of denial. Insisting 
that neither art, fiction, movies, nor 
games affect the way we view our- 
selves and view life. 

Yet, art forms do affect the way 
we view life. Just as Impressionists 
rejected “realistic" painting and 
tried to show something new 
about light and color, so can 
games force us to see life in a new 
light. They can be a catharsis, as 
we reject what we don't like about 
life and exult in a Dionysian feast 
of near-unlimited power and 
resources; a cultural corrective, as 
we view fictional actions from 
another perspective and decide to 
reject the bogus perspective; or 
they can be inspiring, as they raise 
our consciousness about some- 
thing that we have overlooked. 

They may even cause us to do fur- 
ther research. But, of course, they 
can also be irrelevant. 

As I write this editorial, Elliott 
Chin has received virtual tons of 
flaming emails because of his 
stand on the racial slurs and slop- 


py research contained in Shadow 
Warrior and how those elements 
impoverished the game experi- 
ence. Most of his critics hit upon 
his racial heritage as a cause of 
bias, thereby proving his point. 
Others claimed he had no sense 
of humor. Yet, what they didn't 
hear was his point that the game 
would have been beffer without the 
cultural denigration. 

^ Shadow 
Warrior and 
Deathlords 
are just 
games. But 
they could 
have been 
good 
games! 

This isn’t the first timeCGW 
has castigated a game publisher 
for tapping Oriental source materi- 
al to develop a cheap knock-off of 
a successful game system. 

Scorpia, who is not of Asian her- 
itage, insisted that Electronic Arts’ 
Deathlords was a cheap rip-off of 
Ultima, with only a thin veneer of 
Orientalia to cover its tracks. She 
insisted that the Eastern cultures 
would have provided a richer gam- 


TOTALLY UNCOOL Elliott Chin's editorial about racism in 3D Realms’ Shadow Warrior 
(this coolie hat-wearing zombie is a good example) ruffled some feathers. But just 
imagine if this zombie were an African-American with an Aunt Jemima bandana. 


ing experience if the 
designers had bothered 
get it right. Racial slurs 
aside, both Shadow 
Warrior and Deathlords 
could have educated, stimulated, 
and entertained more effectively if 
Ihey had paid attention to true 
Asian culture. Yes, they're just 
games. But they could have been 
good games! (See the Letters col- 
umn for more on this controversy.) 

I recently had a similar experi- 
ence when I mentioned my pacifist 
political leanings in the CG-ROM 
Welcome Letter. 1 was told that I 
was a hypocrite. I don't think so. I 
like to play wargames because 
they are analytical history. They 
teach lessons of geography, lead- 
ership, resource management, and 
strategy. I like to see what went 


wrong or right and try to figure out 
experientially why a given battle 
came out the way il did. 
Sometimes, my pacifist leanings 
are affirmed as I realize the stupid- 
ity of a particular move. 
Sometimes, I shake my head in 
wonder at the sacrifices paid for 
the freedom I enjoy. Frankly, I 
don’t think it’s wrong for me to 
share my insights from time to 
time, even if you don’t agree with 
them. Our hobby would be a 
meaningless place if we didn’t 
hold up the games to the real 
world from time to time and see 
how they stack up.% 
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If not only sets a new standard in flight simulation, but 
goes well beyond anything out there. Introducing Sierra 
Pro Pilot. Never be fo re has a 
tiJ single flight simulator captured 

this experience so completely. Here, you'll find the 
broad strokes and the fine touches. You'll choose from 


a hangar of five civilian aircraft, ranging from the introductory 
Cessna 172 Skyhawk to the dual-throttled thrill of a Citation 
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□ LIVE ON-LINE MAP DISPUY □ DUAL THROHLES FOR MULTI-ENGINE AIRCRAFT 

□ AIR TRAFFIC CONTROL □ CROSS-COUNTRY NAVAID COVERAGE 


Jet. At the other end of the 
runway are 2P cities and over 
3,000 airports, each rendered 
in exacting detail. All major 










navigate the sky with the close company of other 
planes. Then, upon touchdown, debrief and compare 
your performance to over 30 full-motion preparation 
videos. This is Pro Pilot: The Complete Flight Simulator. 
Both a statement of what a flight s i m should be 
today, and the promise of what one can be tomorrow. S I 

® 1997 Sierra On-Line, Inc. All righls reserved. 0 and designate Irademorlis of, or licensed to Sierra On-Line, Inc. 
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LETTERS 


E HONTH 


DEEP THOUGHTS 

I’ve been one of Hiose typical types who has been reading 
your magazine since tlie mid-'80s. Many games and systems 
have come and gone from my desk ever since, but I guess it’s just 
now that I've got some "Food for thought" questions that have 
been bugging me,... 

1. Do you notice how tlie majority of five-star rated games in 
your magazine are either wargames or sims? I don’t think even 
tliose gems in the sand like Dl\B1.0 and Red Ai,ERT rated five 
stars. Sure this is a generalization but... 

2. Do you notice how you can tell a highly anticipated game 
has missed its mark by the distinct silence by the masses 
^vaiekr 2 and quite possibly, X-WlNG\'S. TIE Fighter) in 
contrast to the shield banging that preceded its release? 

?. I’m sure some will start hammering Elliott Chin’s article on 
Shadow Warrior, but the man does have a point. One of your 
competitors, in response to a “Wliy are there no African- 
American heros in PC games” pointed (quite seriously) to the 
character of “Superfly Johnson" in ION Stonn’s upcoming game 
Daikatana as some kind of consolation. Supcrfly Johnson? 1 had 
to shake my head at that one...and yep, you guessed it, I’m an 
African American (and a computer security specialist who's 
never been called "Superfly,” or“Shaft” for that matter. . . . 
Although I hear that Shaft is a bad mutha.) 

Tliese aren’t necessarily critiques of your magazine, mind you, 
just some pseudointellectual musings from a dedicated reader. 

Chris Marin 
via the Internet 

1. We rate only between IS-20 games mth hve-star ratings 
each year. Sometimes, sims and wargames get the edge because 
there are real-world measurements by which to judge them. Also, 
we factor diBcuIty levels info the ratings and may be more 
lenient on die graphics orinterkce of a more difficult game that 
we know will appeal to the hard-core, even if it might not appeal 
to the masses. For the record, Diablo isas given a d.5-star rating, 
ewn though rve eventually picked it as Came of the Year, 
because it n w too short and the role-playing elements weren 't 
that deep. Since it h^s positioned as an RPC by its advertising, 
ive had to be tougher than n'e nonnally ssvuld. Also, we had to 
compare RedAiJ'.RT with its award-winning predecessor. Did it 
advance die state of the art? Some of the staff said “yes!" while 
others said “nor We setded for 4.5 stars. 

2. That silence explains why it’s our policy to wait to review a 
game until we have a final copy. You can’t know until }vu play 
the code as it is tested and play-balanced. Anything else is merely 
an educated guess— a guess that can be wrong. 

3. With re^rd to Shaft, “Shut yo' mouth." Well, you are talking 
about Shad. You’re right See the letters under “Shadow Honor" 
in Jolmny Wilson 's editorial this month. 



SHADOW HORROR 

^\'hen I read Elliott Chins article 
[August] on my favorite giime, 

Sh-XDOW WARRIOIt, 1 was outraged 
and in disbelief; tlie first thing that 
came to mind was hj'pocrisy! 1 love 
this game. It is the heir to DuKF,3D 
and I look at it as a game that has a 
cool sense of humor like DUKE did. 

My friends and 1 laughed hysterical- 
ly at how it vv'as racist. No, Elliott, 
you mi.ssed tlie point; it is in a Jackie 

Chan type of chop-socky humor. If this is racist, so is Duke because he 
is a womanizer. But that is okay because he is white. 

How come you don’t complain alxiut Lira Croft in ’^I’OMB R\]ni’'.R 
being stereotyped, or RtsDNECK RrVMi’AGi':. No, that isn’t racist. 1 think 
Lo Wang is a great character and I would love to be him. I tliink that 3D 
I^‘alms is doing their job because they thrive on controversy. You started 
to even knock Prb' for having a Native /American liero. I think it is great 
that 3D Realms is even having a hero from this great culture! And 1 bet 
you didn’t see the screenshoLs or the story and how it is tlie most 
adv-anced ^ame ever. Well, Elliott, better bite your tongue because tiK- 
full Shai^OW W\RRIORwili havo more fun and controversy. 

James K Homing 
\ia the Internet 

Elliott Chins article blasted Shadow AVarrior for what he fell was 
an inaccurate portray'al of Asian culture, and for failing to adhere strictly 
to the historical fact of tlie ninja of Ancient Japan. Beyond that, the col- 
umn positively damned 3D Realms for blatant insensitivity to the dam- 
aging effects tlie racial stereotypes in the game might have upon its 
audience. Mr. Chin cvpressed repeatedly tlie offense he took at 3D 
Realms' "ignorance and disregard for real Asian culture.” Mr. Chin 
requests that Sl lADOW WARRIOR be the last 3D Realms game to obtain 
its “clieap laughs” at the expense 
of a minority. 

1, on the other hand, would 


I laughed 


► IVIy 

f V i 0 11 ri O O n tl prefer that Mr. Chin’s article be 
IllCilUO dllU tlie last in CeWto assume that 
its readers look lo 3D action 
shooters as a primary source of 
_ _ ■ II cultural education. How can lie 

liySl 0f |Q3lly expect anyone with the intelli- 
gence to install a recent compul- 
at how cr game to sit down to a session 

of Shadow Warrior with tlie 
I QI|4|| AIII same degree of inteliectual 

^ involvement as one might devote 

to, say; R\\ L-\? Mr. Chin’s com- 
ments fail to persuade on two 
separate counts. Firstly, his 
"ignorance and disre^rd" for my 
own capacity for critical thought. 
Secondly, liccause he lias fallen 


Warrior] 

was 

racist. 


cow 
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face first into tire saddest trap of political 
correctness— a c-omplete lack of humor, 
’lire major criticism made against 
SH/\no\vWA]iiU0R is that, when 
attempting to create an authentic ninja 
adventure, 3D Realms merely caricatur- 
ized the subject matter. It is a carica- 
ture, as much as Duke Nuki-:m 3D was 
a caricature of action films. 

Unfortunately, I cannot look upon Mr. 
Cliins comments as any sort of objecth'c 
review because, I'm sorry, he’s Asian. 
Bsrhaps 1 would have respected tire article 
more if Ire had come to tire rescue of our 
downtrodden Midwestern brothers so 
rudely affronted in Redneck 
R/ tNli’ACE. Wliat was it 
Voltaire said?"! may not 
agree with what you say, 
but I will defend to tire 
death your right to say 
it.” just don’t say it about 
me, ell Mr. Chiir? 

If I seek eultural educa- 
tion, I’ll see Farewell My 
Co/rcr/b/he again. If I want to pla)' 
air ultraviolent computer game, I will do .so 
without regard for any bmised egos oir tlx; 
part of those wiro miglrt associate them- 
selves with tire games subject matter. Such 
an association Ls purely their own invention. 
If Mr. Chin wislres. Ire always has the rigirt 
to avoid ever playing that game or any 
game ever a^in. (If he ever does exercise 
that right. I’d like his job.) 

Tire last tiring I would exjject from 3D 
Realms is edutaiirmenL Tire last thing I 
would expect from a magazine that has 
always champioixid com[)lcte freedom in 
^me desigyi — a magazine tirat adopted a 
cavalier attitude toward the dejriclion of 
women in DuKJ-^ 3D— is a diatribe on lire 
industrys confusion about tire differences 
betweeir China and Japan. Perhaps DUKI'; 
3D was even nrore offensive, but tire new- 
ness and innovation of tire Build engine 
made it all forgivable. Now' that the engine 
is showing some age, tire tolerance for 
questionable subject matter clroices has 
fallen. But such behavior is liypocrisy, and 
if you as tire media and we as tire audience 
begin to pemrit such behavior, we must 
realize that it weakens our resistance to tiro 
likes of Senator I .ieberman. If we insist 


that air)'thing and everytlring is fair ganre, 
tirere Ls little such nren can do to regulate 
us. Once we start qualifying our own 
freedom, we are in ttouble. 

Fred Snyder 
\'ia llic Internet 

I was about to write a letter to CCW 
wiren tire August issue arrived in my nrail- 
box and I saw that Elliott Chin had already 
spoken up for me, ’lire first time I saw the 
SH/\DO\v Warrior ad, I was extienrely dis- 
giLsted. Not just b}’ tire s'iolence, but by tire 
making fuir of Asian culture. Worse of all 
tire yin-yairgsynrbol has been 
defaced with blo<xl splat- 
tering out of oire 
“hole.”A]rdnotlring 
spoiled my di^' 
e\ en nrore than 
seeing it on tire 
frontpage of iny 
favorite magaziire. 1 
kirow tirat CG Win 
the past has had certain 
criteria for ads appeiiring in its 
magazine (first the X-rated, tlien tire violent 
kind ofads). Maybe tliis should be extend- 
ed to racist ads as well? 

All in all. Shadow Warrior w'ill not be 
getting nr)' (and this half of tlx; worid’s) 
su[)port. 3D Realms’ reputation has also 
fallen in my regard as a sadistic company 
that abuses olliers for lauglis. And, yes, for- 
tune cookies do irol ccist irerc; lirey were 
probably created by Anrericans. 

I^ck Ong 
Singapore 

After reading Elliott Chins editorial 
on the offensiveness of Sl-t/U^OW 
Warrior, 1 was curious to hear what 
people are sar'ing on tire Apogee fomm 
on AOL. Being Asiair, 1 too wa.s offend- 
ed by the portrayals in SHADOW 
WaRRIOII I thought Mr. Chin’s com- 
ments were right oir tire mark. Airy way, I 
found a few comments on the Apogee 
fomm that pertained to tire CCWedito- 
rial. Most are just snide renrarks about 
Mr, Chin and blew off his conrnrents. 
Howe\'cr, 1 found a response by Mr 
George Broussard of Apogee on the edi- 
torial dated July 2, 1997. He wrote; 
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“Tills was nnt a game review, but jiisl 
an editorial bv P'lliott Chin on how 
offensive lx? found S\\{ Personallv I 
(liink be needs to get out more ;) /\li of 
liis points are easily defeated, — George 
Broussard, IVc.s.. 3D Realms” 

I was rather taken aback by his 
statement that Mr, Chin’s comments 
are“easily defeated,” 1 wanted to know 
what it is to “defeat” an Asian- 
Amcrican gamer’s perception of 
racism and inaccuracies in SHADOW 
Warrior, 1 then posted a message on 
the Apogee forum with my comments 
and invited Mr, Broussard to“defcat” 
Mr. Chin’s points. 1 hoped for a reply 
but 1 was surprised to sec mv post 
removed from the board on the follow- 
ing day! Is (his the way Apogee and Mr. 
Broussard respond to criticisms from 
Asian-American gamers? 

Willis I luang 
\ia the Internet 

Ihis controwrsy definitely nffinns 
ourdeeision to print the editorial. Ihe 
hostile reactions suggest that many 
gamers do not think of the larger con- 
sequences and niessages of the games 
they play. Elliott Chin responds: 

I understand that the point of 
Shadow Wakrior is to have and make 
fun with Asian stereotypes, but it’s only 
funny for those noit-/\sians who don't 
care to put themselves in an Asian 
American’s shoes. 

3D Realms. Sins it created all the 
stereotypes on purpose, choosing to cre- 
ate an outrageous parody of old “chop- 
socks'" movic.s. But using coolies and for- 
tune cookies goes too far. Ccxdies were 
actually slaves, captured and coerced 
into seryilude; you wouldn't create a 
game with black slaves, .so coolies should 
likewise be off-limits. 

Tes. Croft's proportions do 
.sinackofsc\ism,butasforRh:DNi:cK 
Ramfack, that’s a little different. Ifvou 
arc thcMian communilvandhawxcro 
\isibilityin the media, you can hardly 
afford to have your only cxjxxsurc be one 
of ridicule and stereotypes. Cauca.sians, 


on Iheothcrhand. havethcnxxst 
cqxxsureofany group in Ancrica. 'Ihe 
heroes in nearly all computer games, not 
to mention movies and 'I Vshows, arc 
white. Believe me, ifthcrc w ere mure 
I liro liyamokxsandAsian heroes in 
games. I wouldn't complain. “X) \rKifcr- 
oaslyabout .SiiadowW.irrjoil Also, 
decades of Asian .stcrcolypcsand discrim- 
ination in the media. simply make 
Si i-\ix)w Warrior 's sfereoh pcs seem 
gratuitous and insensitive, as opjxrscd to 
RinxRCKs humoroiLS caricatures of 
whites, who have neversvffcrcd any fonn 
ofdiscrimination in thiscountr)’. 

Rednecks were never taken from 
their homes and forced into concen- 
tration camps for no reason other than 
the colorofthcir.skin, as Japanc.se- 
Aniericans were. Nor have they ever 
had their homes and property confis- 
cated. Unlike Chincsc-/\merican.s. 
Rednecks were never pressed into ser- 
vice to build the more treacherous 
we.stcrn halfot the American 
transcontinental railroad. Rednecks 
u ere never denied education, job 
opportunities, or homes because of 
their skin color, as allAian-Amcricans 
iverc before a few decades ago. Aid 
Rednecks w ere never considered 
second-class citi'/ens bylaw, as all 
Asian-.Amcricans used to be. 

I w ould like to thank every one who 
responded, because you showed me 
that I was correct in writing a column 
on Si t'U JOt l ’ \ V. \RRI0R ’s stereotypes. 




We prefer that you email us at 
one of ftiese addresses: 
CompuServe: 76703,622 '• • 
Internet: 76703.622® com- 
piiserve.com 
or write to: 

CCW, lx;tter'’Ib’nK' Piditor 
135 Main Street, 14th Floor 
San Francisco, G-\ 94105 
We reserve the right to edit all 
letters for space or clarity. 
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buy Interplay games. Plus, get up to $100 cash back on your purchase of Interplay games, a 
Diamond Multimedia Monster 3D Accelerator Card and/or an ACT LABS EagleMAX Joystick! 


To win the rockin' 1998 Jeep* Wrangler SE, read about each exciting Interplay title and plow through the 
puzzles on the following pages. When you reach the Puzzle Summit on the final page, 
take the circled letters from each individual puzzle and decade the message on the 
Sweepstakes/rebate Entry Form. Follow the instructions, and mail in for your rebate and 
a chance to win the 1998 Jeep* Wrangler SE or a library of the IS exciting Interplay 
titles featured on the following pages. 



ivww.lnterplay.com/avalanche 
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■ WiAfloivS95 


Coming Sorni 


ine mosi^aimtipaTea space sim 

-r^S^mer Gaming World 


"Starfket 4«n 
flagship of Ma^i 
Star Trek line of d 


^ 4 ii^ises to be the 
successful 

-^Mae Home Journal 


"STAR TREK fans are finally about to get a 
simulation worthy of Starfleet itself/' 

— PC Gam 


THe FIP.ST even, srAP>TP.eK sPAce 

a^TTLe SIMULATOR,. 

KIRK. CHEKOV. SULU. BEFORE THEY WERE LEGENDS, THEY WERE CADETS AT THE MOST CELEBRATED 

TRAINING FACILITY IN THB UNIVERSE — STARFLEET ACADEMY. 


fl^^^^vonetyofmission^ will 
r test /our ingenuity, leadership 
and courage - and determine if 

1 ^^ you've got what it takes to graduate nrst in your ^ 
class. Going where no simulator has gone before, 
you'll take on 30 of the universe's finest 

starships, from a cloaking Klingon Bird of Prey 

P the Romulan heavy cruiser. All the while, 
Dfain Kirk (William Shatner), Commander 
kov (Walter Koenig) and George Takei in 
ecial appearance as Captain Sulu, are there 
rovide instruction as well as inspiration. 
WiNDOWS®95 PC CD-ROM 


DtvMMsd BM PvUbhed by 


HVOiVrlERS.TOXCMMKKi." 



StarilMl Aademy Software $1997 interplay ftioiiucftons. Tnflemaft and 01997 FaraimKint Pictures. All rlglits reserved. Star Trei; Siarfleel Academy end related trademarks are trademarks of Paramwt Pictures. MacPIay and Interplay are trademarks of interplay Productions. Alt 
rights reserved. PlayStation and the PtayStatton Loge are trademarks ot Sony Computer Snlertalnmenl, Inn. All ilshls reserved. Microsoft. Vflndoim and the tVIndows logo are rei^tered trademarks of Microsoft Corporation. All rlghu rtservod. Mac and the Mac OS logo ore 
trademarks of Apple Computer, Inc, used under license. All other copyrights and trademaika are the prdperty ol ttieli respective evmeia. 


VOKECH i _ 

S' to" 

1. Unscramble the names of the 3 legendary Star Trek instructors featured in 
Starfleet Academy. . 

RIKK LUUS 

17 





O ver 2 million pool players have taken a break with Virtual Pool the 
#1 pool game in the world. Now, after 8,000 man hours of 

enhancements, new 3D look and 50 new game features like 
called shots and the ability to jump balls, the ultimate pool 
simulation is better than ever. And it’s still the only pool game 
guaranteed to improve your real pool playing. Virtual Pool 2 
includes 5 new games, 3 modes of play (Amateur, Pro and 
Championship}, all new 3D-rendered graphics and 3 texture- 
mapped pool halls. Plus, unlimited camera angles, adjustable 
table characteristics, an all new physics model and a multi- 
player tournament mode with up to 64 computer opponents. 
There is even a new pool tutorial with lessons on specialty 
shots and pool strategy. 


< N/' I R 


POO L © 

The ultimate pool simulation just 

got better. Guaranteed, 


Virtual Pool 2 today. It's all new and it's still the only game with the 
offer a money back guarantee. Have you had your break today? 

WINDOWS®95 PC CD-ROM ^ , . 

#Celens 



Miefosotr 

WnflowSSS 


Beat The House 

The Ultimate Gaming Tutor & Simulator 

P repare yourself for the #1 casino gaming experience! 

Featuring vividly detailed graphics and superior 
sound. Beat The House will 
make you feel like you are 
>' part of the action. Not only 
will you experience the thrill 
•' of casino gaming but you'll 
also learn the skills and 
techniques of the experts. 

WINDOWS®95 PC CD-ROM 

3 


2. What sequel to the best-selling virtual game is so real 

it will improve your actual play? 
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'Tk Funnfest Game Ve flay^ 
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- Cotinputar Cjatvhlj ^Narl I 

Redneck Rampage is a ruckus-raisin' riot of a 
first-person 3D shooter set in the 
fictional town of Hickston, 

Arkansas, Armed with up to 
ten impractical weapons, 
players blast their way 
through country bars, trailer 
parks, and chicken processing 
plants in search of their 
missing pig who's been 
abducted by evil aliens, But they 
ain’t gonna make it without 
enough fuel (pork rinds and 
whiskey) to fend off good ol' boys 
with sawed-off shotguns who 
aim to blow 
away their 
bony behinds, 

PC CD-ROM 


VftsH Tlie 

IHTELLWCE. 




Keep Open For 
Official Redneck 
Rampage Levels 


P,eJr'6<,K$. Fer 



Complete the Redneck Rampage Word Search. 

Turdminion 
Bony 
Yer 

Uonard 

Alien 
Bubba 
Rind 


Gun 


Vixen 


Coot 


Cow 


js-ox— “'ll 

i" 4 l*a k 4 ->+. 



ei 997 Xatrii Entertainment Inc. AD rights reserved. Redneck Rampage Isatrademerk ot Interplay Productians.AJlrlghtsreservel Interplay Isaregistered trademark of IntegMy Productions. All rights reserved. Interplay Is thesole publisher and disIributor.AII other trademarks and copynghts 
are property of their respective owners. 01997 and '"Hudson Soft Co., Ltd. Bomberman Isa registered trademark ol Hudson Soft Co., Ltd. All rights leserved. Interplay is the trademark of Interplay Productlons.AII rights reserved. Exclusively licensed end distnbuted by Interplay Productions. 
'Mndows and the Windows 95 logo ate registered trademarks ol Microsoft Corporation. All rigbis reserved. All other trademarks and copyrigtils ate the property ol their respective owners. 
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E CArmageddon XVS. 

520 HORSES UNDER THE HOOD. 
Even more pedestrians oni 


The racing game for the chemically imgalancei 


Some race for glory. Some for- 
money. Then there are those 
who drive for the sheer ecsta^of^ 
crunching bones against their - •; 
bumper. Introducing Cartnageddon. 
the racing game that separates the' 
men from the grease spots on the 
Pit your wits and wheels against 25 mi 
drivers over SB formidable race circuits 
become The King of Carnage and The 
Prince of Pile-up. PC CD-ROM 


O E "■ S ISI 

. II 

JHE INFINITE NBVSS 

Descent II; -The infinite Abyss, includes the award-winning 
Descent il with an optional 3D accelerated version and 
the all new Vertigo Series. Widi 50 levels, 

40 enemy robots, easy to use utilities like the 
Mission Builder, Level Converter and the 
Robot Texture Editor your Descent 
experience is infinite. PC CD-ROM 


This lime, 
You’re Going All 
The Way Down 


Since 1 989 Bamberman has been TflG BLAST IS Bsck B IHOPB 

defined by gamers as the ultimate CHAOTIC than Ever! 
multi-player game. Now the man is 

available in an enhanced multi-player package 
complete with 3D rendered graphics, new character 
animations, and a vast repertoire of spiteful canned 
and custom taunts. Keeping true to the original 
addictive gameplay. you better think fast as you vie 
for deadly power-ups, race against the clock and 
blow your opponents to smithereens. 

WiNDOWS^gS CD-ROM 


^^HDDSON" 


4. It's an addictive action/arcade game, where you race against the clock 

to blow your opponents to smithereens 


Dtsctrl 0 1996 Parallax Sottwara. All righu resoved. Mission Builder 6 199S Interplay Productims. All rights reserved. Descent 360* logo, and IrterplaY are Uademarlis of Inlerplay Produclions. AH rights reserved. PotWis of Mission Bonder 0 1996 Bryan Aamot AH rights reserved. 
Wlndows"'96 is a trademark ol Microsolt Corporation. Ail rights reserved. 01997 and trademark SCI (Sales Curve Inleraclive) Ltd. SCI Is a trademark oi SCI (Sales Curve Interactivel Ltd. AH ri^ roserved. Interplay is the trademark o1 interplay Productions. All rights reserved. Exclusively 
publislied and dislributed by InteriHay Produclions 
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IHEBrnLEGROUNDBEMEPimTE J GOOOBBOEVIL 

Are Yotr^REPARED for the 
E stsm Battle of all Existence? 


Forged in the Beginning and proted^oHiy the Seven 
Seals, there lies a place where thoujP^i and creation 
intertwin|-.|nie center for all rea]ih^i|^xistence, it is t] 
halha^^lorce between goqd.and evil, man and spirit. 
A fhrar^oint for all energie^and the one element that 
has kept the consuming nature of^arkness at bay... 
until now. i iiiw 


One by one, the Seals of protection have been broken. 
Step by step, Darkhesstprepares for its findl aSMiilt. 
i^d as the apoc^^se draws near, only one forc^^can 
slop the shapovf w svil from eternal reign...you!V‘^ 


■k-kiriri/j§0timuter Life 

...offers one of the liSfiSt fluid, 
absorbing fantasy-horror I 

game experiences available.” ! 


★ CGW 

“ROTH^vers all the bases. 


Available Now on 
K PC CD-ROM 


UV CA'IERS. FOK GAMERS.' 



WerSvTAlTSts'SejB 

imiin Interaclivfl, Lid. DESCENT TO UNDERMOUNTir 


S ffltJSJerptoaretradam^s oMn'ietp'lay Praducti'onsl^lHtahts^e'servennlefpla^ru^oI^uwSnn^i^Sd^UMnMSom 

fciis. All rigtils reserved, DESCENT ©1997 Parallax Software. All iiolils reserved. DESCENT TO UNDERMOUMTAIN Isa tiademark of 
ffi, Inc, ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo tiro regfslered trademarks owned by 
LADES, POOLS OF DARKNESS, EYE OF THE BEHOLDER, EYE OF THE BEHOLDER II, EYE OF THE BEHOLDER III. DUNGEON HACK, 


5. In Realms of the Haunting, it's the Battleground Between 





game’s most famous world, the ip>R^!p®^EN REALMS* 
is now powered by the award-wiiming Descent™ engine^ 

D escent to Undbrmountain'" is the most revolutionary new 

AD&D'* FORGOTTEN REALMS* computer game ever. Based on an 
enhanced, SVGA version of the award-winning Descent" engine, 
you are challenged to build an authentic AD&D* character and plunge deep 
into Undermountain — a twisting, monster- 
filled dungeon labyrinth located beneath the 
dty of Waterdeep. 

Coming Soon on PC CD-ROM 


BYCAMEB8.F0R0AMERS.' 


Survival comes down to two things: 
The role of strategy. And the roll of the die. 


I ntroducing the new CD-ROM version of TSR’s 
blockbuster dice strategy hit, DRAGON DICE. 
Players are challenged to build and command 
dice armies fiom an assortment of races and 
creatures that struggle for territorial dominance. 
Multi-player features, animated tutorial and 
special collectible Dragon Master die make DRAGON 
DICE a must buy for strategy enthusiasts. 


Available Now 
on pc CD-ROM 


HV GAMERS. FOR CA'IERS.' 



Available Noj 
ON PC CD^ 


ulations. Inc. Used under sublicense. Interpl^lssirademarKof (nlerp^ProducUons. All n^ls reserved. Endows and tbe Wind 
I ttademadcdsaf Microsoft Corporation. Al (IqrIs reserved. AH other trademarks and copyrishis are the property of their respective' 


All the Legendary Games. 
All the Magnificent Stories. 


T he FORGOTTEN REALMS® 
Archives - the ultimate 
ADVANCED DUNGEONS & 
DRAGONS® PC game collection. 
Twelve of the greatest role-playing 
fantasy adventures ever created are 
gathered together in one incredible 
boxed set. 


• POOL OF RADUNCE~ 

• CURS E OP THE AZURE BONDS”* 

• SECRET OF THE SIEVER BLADES"* 
•POOIS OF darkness:™ 
•HILLSFAR™ 

• Era OFTHE beholder™ 

• Era OFTHE BEHOLDER If™ 

• Era OFTHE BEHOLDER 111™ 

•DUNGEON HACK™ ^ 
■ GATl fWAYTO THESAVAGE 
FRWIIHl™ 
•TREASURESOFTHFSAVAGE 
FRONTIEK"* ; 

• MENZOBERRANZAN’" 


6. It's 12 of the greatest role playing fantasy adventures ever, gathered in 
one boxed set. 


GATEWAY TO THE SAVAGE FRONTIER. TREASURES OF THE SAVAGE FRONTIER, and MENZ08ERRANZAN aro trademarks owned Dy TSR. Inc; 
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Mlcrosotr 

WinUcr,vga5 


Generation 


in the recent wave of fantasy RPG-liteS/ FALLOUT'S post apocalyptic 
vision sets a new standard for today's role-players. 

Cutting edge technology with 3D-rendered personalities 
adds a whole new level of dynamic sophistication to 
character interaction. 


With unusual characters, hidden surprises, unique locales, and 
multiple death sequences, FALLOUT packs a replay value few 
games can match. 


• If you agitate someone with your comments, they'll look and act agitated 
and remember that encounter. Depending on the player's choice of 
conversation topics, characters will look happy, normal, and/or angry. 

• Over 50 mini-quests with multiple solutions take you through 
devastated wastelands such as Rad Scorpion dens, Junktown, and 
the Brotherhood of Steel. 


Meticulous turn-based combat system lets you target 
specific body parts to wound, cripple, or kill as you see fit 


7. Fallout is a post-nuclear role playtng game with over 50 mmi-quests 
where you can target specific body parts to: 




Make your own character or start with one of three 
pre-generated types; Diplomatic, Deceptive, or Combative 

• Victims don't just perish-they get cut in half, melt into a 
pile of goo, and explode like a blood sausage into 
chunks of flesh. 


improve your character's skills through play and 
receive perks tailored to your character's abilities. 

- Available on WIN®95/DOS and Mac CD-ROM. 
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BEiuSiQ riwuma a 


Take circled letters from puzzles on the previous pages & decode message; 


Eligible Interplay Titles: 

(check all that you purchased, maximum of 
4 games without additional accessory purchases, 
maximum 6 with accessory purchases) 

r*1 Starfleet Academy'" 

I I Virtual Pool'” 2 
I I Fallout’" 

r~l Beatthe House'" Win 95A/Vin 
I I Realms of the Haunting'" 

Q DESCENT TO UNDERMOUNTAIN’" 

D DRAGON DICE'" 

□ The FORGOTTEN REALMS® Archives 
I I Redneck Rampage'" 

I I Atomic Bomberman’" 

Q Descent II'": The Intinite Abyss 
I I Carmageddon’" 


Any combination of Interplay games and accessories listed below between 10/1/97 & 12/31/97. 

1. Proof of purchase (original UPC) from each product package purchased. 2. Original cash register receipt w/store nc 
purchased, and date of purchase circled (receipts cannot be returned). 3. This on;ainal complete certif'''>’° 
rn a stamped envelope to: Interplay Avalanche of Excitement Offer P.O. Box 19129. Inrire, CA 92623. 

$100 cash back (via rebate check). Allow 6-10 weeks for processing. 


RECEIVE: 

PRODUCTS PURCHASED 
[ ) $30 - 1 featured Interplay game and 1 D 
I I $30 - 1 featured Interplay game and 1 A 
rr $10-1 Interplay game 
I I $20 - 2 Interplay games 
I I $30 - 3 Interplay games 
I I $40 • 4 Interplay games 
TOTAL REBATE: S (UP TO S100) 

IhcproduO rturbr|witui«aarameipt lUlH on or bvtwn 1CVIIS 


Products available at participating U.S & Canadian retailers including: 

Circuit City • Best Buy • CompUSA • Egghead • Electronics Boutique • Computer City • Media Play 
Babbage’s Etc. • Hastings • CompuCenter • CompuSmart • Future Shop • Business Depot • London Drugs 


To receive your rebate & be automatically 
entered in the sweepstakes drawing: 

1. Complete the puzzle 

2. Complete rebate portion 

3. Mail this form to: 

Avalanche of Excitement Rebate 
P.O. Box 19129, Irvine, 92623 


To enter the sweepstakes only: 

1. Complete the puzzle and 
mail this form to: 

Avalanche of Excitement 
Sweepstakes 

P.O Box 19641, Irvine, CA 92623 


CIRCLE READER SERVICE #287 


READ.ME 


Edited by Charlotte Panther (CPanther@zd.com) 


Feel The Force 


LucasArts Adds Another Star Wars Title to Its Fall Lineup 






One important note, though: You wili need a 3D 
accelerator to play this game. Shaoows had amaz- 
ing graphics on the Nintendo 64, and in order to 
maintain that same level of visual quality, a 3D 
card will be required for PC Play. 

Shadows PC is the story of a mercenary 
named Dash Rendar, who stumbles headlong 
into a turf war between the Emperor’s two main 
pit bulls— Darth Vadar and Prince Xizor (Xizor is 
the leader of the Empire's most powerful crime 
syndicate, Black Sun). As Dash, you help the 
Rebels fight against the Empire, play bodyguard 
to Luke Skywalker, and assume a key role in 
the penultimate battle between Vadar, Xizor, and 
the Rebel Alliance. 

Gameplay in Shadows is incredibly varied. In 
the first level (which is possibly the most 
fun) you pilot a >**CDntmedonpg46 

snowspeeder on 
the arctic planet 


The Noth Planet 


Short takes on games and hardware released just prior to press time. 


JAHrS COMBAT STICK 

An updated version of the F-16 ^ 

Combat Stick, this flight controller 
sports some mechanical fine-tun- 
ing as well as a bundled copy of the 
full DOS version of Jane's ATF. With two four-way view 
hats, six buttons, X- and Y-axis trim adjustments, and 
an analog throttle, Jane's 
Combat Stick by itself pro- 
vides ali the options many 
gamers need. 

The stick features a larg- 
er base than its F-16 prede- 
cessor. One limitation of 
the Combat Stick series 


has been its use of chorded buttons to get extra func- 
tions-muttiple buttons couldn't be read simultane- 
ously The Jane’s stick, however, adds a switch that 
allows any combination of simultaneous button press- 
es when attached to a CH Pro Throttle. The stick isn’t 
programmable by itself, but is when used in combina- 
tion with the Pro Throttle. -Denny Atkin 
CH Products, (800) 624-5804 
PC Flight Controller 
Reader Service if: 301 

FORMULA 1 

If you liked Wipeout, you'll probably 
like Formula 1. Psygnosis' latest racing 
game features great graphics, an excellent soundtrack, 


Empire Strikes Back and Return of the Jedi, is set 
to arrive this fall. Though the release dates for 
LucasArts games have always been tenuous. 
Shadows PC could come out on schedule 
because of one important fact: The game’s been 
done for a year, 

Shadows PC is actually a port of the successful 
Shadows of the Empire game that LucasArts 
developed for Nintendo’s N64 launch. The game 
received mixed reviews, but was a commercial 
success. Now that Nintendo's one-year exclusive 
on the title has expired, LucasArts is ready to 
release Shadows for PC fans 
who just can't get 
enough of 
the Force. 


F or the past year we’ve been waiting to 
play a Jedi or an Emperor in LucasArts’ 
Jedi Knight or Rebellion, respectively, but 
it looks like the next Star Wars game to hit 
the PC desktop won’t be either of them, Shadows 
OF the Empire PC, a 
game that unfolds 
between The 




CGW 
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Poe Will Join Baice Willis 
on Apocalyptic Journey 

G old-selling 
recording 
artist Poe 
recently signed an 
agreement with 
Activision to take part 
in the company’s 
upcoming title, 

Apocalypse. The alter- 
native songstress, 
whose hits include 
‘'Hello" and (my per- 
sonal favorite) "Angry 
Johnny,” will find her- 
self doing battle with 
D/e Ward actor Bruce 
Willis, who signed on 
for a key role in the 
project earlier this 
year. The game takes 
place in a dark, futur- 
istic world where the 
dominant cultural 

forces-religion and science-preach their respective forms of salvation. 
Poe plays rock diva and pop culture queen Mary Magdelene, who has been 
transformed into the evil Plague, one of the Horsemen of the Apocalypse. 
With the help of Willis, your virtual wingman and sidekick, you'll seek out 
and destroy Plague and the other Horsemen of the Apocalypse, thus saving 
the m\\6.-Chaflolle Panther 





News Flash 


►►►Sierra On-Line recently announced that it has dropped the price point 
on its Screamin' 3D Accelerator Card from $199.95 to $149.95, This $50 
reduction comes just in time to help strengthen Sierra’s position in the 
competitive 30-card market during the holiday, se^% The Screamin' 3D 
Accelerator uses the ReDJli^n Verit&YlOO graphics processor with 4MB of 
EDO DRAM, and.ia|^®prectDraw and Direct SD’. 

/ ' / 

ation, CUC, has annsunced a new distribution 
, cue wjll distribute CyberFiix’s adventure 
Out of Tjwg. The deal follows the announce- 
us distributor, GTE -Entertainment, will 



[lations, Inc.) and HeadlandJjgital Media, Inc. 

together on an online ^In^venture. The 


►►► SSI (StrS 
announced thstheyS 

two compantewill form Club SSI, an online community for vJargame and 
strategy gamfe Club SSI will provide fi'plac'0-fbf game ®ti1husiasls to meet 
and match uQ with other^BSB onl^. The lauticii of Pffjb SSI is sched- 
uled to coincBMfflfrflT^lgi® ofFANZER GENERAL I l,ffi Oclober. At press 
time, a pricing plan for Clue SSI Md not yelbeen 'determined. 

►►►Hollywood developer 
Entertainment is curr Ajl^orking on M|‘j 
IN Black, a third-person a®n-adventLire 
game based on the hitWie starring'Will 
Smith and Tommy Leei^nes. The titfe will 
feature hand-drawn p#gonai animations of 
Smith and Jones, aldfig with a vast array of 
weapons from the movie and, of course, the 
aliens. The game is scheduled for a fall 
release, and will be published by The Design League. 



and all of the classic tracks. Yet, it doesn't have the 
amazing driver Al of Grand Prix 11, nor the incredi- 
ble physics model of Microsoft's upcoming CART 
Precision Racing, Instead, what you gel is fast-mov- 
ing action, the names (but not even the artificial 
personality) of famous drivers, the basic character- 
istics of the various cars (but without the depth of 
the models in competing products), and a full cir- 
cuit of Formula 1 races. Still, the 3D looks great 
and the action 


'■a 


is non-stop. 
Only serious 
simulation 
buffs will have 




Psygnosis, (800) 438-7794 
Win 95 CD-ROM 

Reader Service §: 302 

EVE 

Part art project, part game, 

Peter Gabriel's Eve doesn’t have 
enough of either to succeed. 

Gameplay focuses on exploring various symbolic 
worlds and uncovering musical loops. Gabriel’s 
music is the real highlight here, but there isn’t 
enough of it to draw the disparate art projects, by 
a selection of visual artists, together. Unlike simi- 
lar products from true performance artists like 
Laurie Anderson and The Residents, Eve just 
doesn't add up to a compelling, unique whole. 
With only the most rudimentary of gameplay 



(most of it of 
the pixel- 
hunting vari- 
ety). there’s 
just not 
enough to 
Eve to war- 
rant gamers' Wme— Robed Coffey 
Ignite/Real W)rld Multimedia, Inc., (310) 312-5705 
Win 95 CD-ROM 
Reader Service if: 303 



SHANGHAI DOUBLE 
PACK 

Watching Activision trot out 
another Shanghai pack is a lot like 
buying a ticket for Guitar Legends of the '70s al 
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Microsoft 


Endorsed by: 

FlightSafety 


Where do you.wa’nt to go today? 


QOMBAauiCR Business AiRCRArr 


fignts reserved. 


iMieroscjtt Corpor. 


nesntOTlioned^eiain inayceihs tradcniarksoT i 





Look here ace, you've got just 90 feet of runway before you earn your wings 


a helicopter. And now you’ve got one in Microsoft’ Flight Simulator 98, the most 


significant upgrade of this product ever. With it you’ll soar over painstakingly detailed 


landscapes that include 3000 airports (10 times more than the previous version) and 


more than 45 cities around the world. Flight Simulator 98 supports multiplayer and 


force feedback technology so you can achieve all new levels of flight realism. Take 


control of the widest range of aircraft, including this Bell 206B JetRanger 111 


helicopter, a machine that’s guaranteed to make you feel like a rookie all over again. 


Your coordiiKilcs I'or lakc-olT are www.microsof'l.coiii/gnnics/rsiM] 



THIS JUST IN 


PLAYING LATELY 


CGW Survey" 


last 

Month 


Months on 
• Chart 


1. Diablo (Blizzard) 1 6 

2. Civilization 11 (MicroProse) 2 17 

3. Duke Nukem 3D (3D Flealms) 3 18 

4. Quake (id Software) 5 10 

5. Heroes n (New World Computing) 6 7 

6. Magic: The Gathering (MicroProse) 10 2 

6. Red Alert (Westwood/Virgin) 4 7 

8. Tomb Raider (Eidos) 10 5 

9. Steel Panthers II (SSI) 17 

10. Steel Panthers (SSf) 16 

10. Heroes It Price Of Loyalty (New World Computing) - 

'(Myourinsilbox:WBnalastmylo1,500iani}omfy-dmnsubscrlber$6adi Them^ts 


PC Data Best-Sellers" 

1. Myst (Broderbund) 

2. Diablo (Blizzard) 

3. X-Wing vs TIE Fighter (LucasArts) 

4. Red Alert (\ftfestwood/Virgin) 

5. Monopoly Multimedia (Hasbro Interactive) 

6. Microsoft Right Simulator (Microsoft) 

7. NASCAR Radng II (Sierra) 

8. C8iC: Counterstrike (Westwood/Virgin) 8 

9. Need For Speed II (Electronic Arts) 5 

10. Police Quest V: SWAT (Sierra) 

“JfiisHs! indicMes t/hkh PC games me the lop-s^lem, as calculaMbyPC Data, during June, 



Target Release Date: Fall 1997 
Publishen LucasArts 
Shadows of the Empire is the PC 
port of the successful Nintendo 
64 game. It is a collection 
of different types of action- 
gaming set between The 
Empire Strikes Back and 
Return of the Jedi. 


Feel The Force 

hkContinued Im pg 42 


Hotti during the infamous invasion of the 
Rebel base. You can play either from a first 
or third-person view, as you blast Imperial 
drones and ATST walkers. You can also 
bring down Imperial AT-ATs with your har- 
poon cable (as Wedge did in The Empire 
Strikes Back). There's also a QuAKElike level 
where you guide Dash through the corri- 
dors of the Hoth base, a 3D asteroids level 
where you direct your ship's cannons at 
swarming TIE fighters while the ship is on 
autopilot, and one level where you ride a 


swoop (similar to a speeder bike) through 
Mos Eisley while blasting enemies and 
dodging pedestrians. 

We played the N64 version of Shadows, 
and not only did it look gorgeous, but it 
was fun as well. Some levels were much 
better than others, but overall, the game 
was a very satisfying look at the interim 
between Empire and Jedi. As long as the 
porting goes smoothly and 3D card sup- 
port is seamless and optimized, LucasArts 
may have a PC hit to mirror its Nintendo 
success.-f///M Chin 




your local nightclub. You probably already have all 
the hit CDs, and the players certainly don't look as 
good as they did in their prime. There are 
moments, however, when this set of games does 
hit the high notes. The computer opponents are 
decent, and Dragon’s Eye is still a riot when 
played by two evenly-matched human opponents. 
Best of all, the package includes separate disks 
for Mac and PC versions, so you can pass a tile 


on to a friend. M^be the next version of this clas- 
sic will include Internet pl^.-Teny Coleman 
Activision. (800) 477-3650 
PC/Mac CD-ROM 
Reader Service ti: 304 




MICROSOFT 
EHTERTAIHHENT PACK: 
THE PUZZLE 
COLLECTION 

The Microsoft ENTEHrAiNMEur 
Packs are perfect when you desper- 
ately need a five minute distraction. The latest 
addition to the series, The PuniE CoLCEaioN, 
includes 10 all-new puzzles, several of which were 
created by Terms designer Alexey Pajitnov. The 
Tetris influence is noticeable in puzzles like 


LineUf), in which players must place five-block 
pieces onto a grid to term complete lines (vertical- 
ly or horizontally). Other puzzles are completely 
olf the wall-fiat fbter has you trapping and 
releasing different colored rats lo create winning 
poker hands. Once you start playing these highly 
addictive puzzles, if s hard to tear yourself away. 
You have been warned.-Cto/otfe nnlher 








Undercover Gaming 

PalmPilot’s Stealthy Games Let You Goof Off Without Getting Caught 





Command, Blocks (a Tetris clone), Pong, Life, Black- 
jack, and Solitaire. 

ff any of you are thinking "Big deal. I'd rather play Quake 
or WarCraft or Daggerfall,” consider this: There are 
times when pulling out a notebook computer and launch- 
ing Diablo will get you in trouble. Try it in a meeting at 
work some time if you think !’m kidding. The next time 
you're sitting there, bored to tears with no conceivable 
escape route, you’ll wish you had a Pilot loaded with that 
ZoRK III game you never finished. 

For more information about the things you can do with 
your Pilot (including shareware and freeware game down- 
loads), check out www.piiotgear.coni 
and http://198.70.114.128 
/stinger/stingersoft.cfm. 

Before I go, let me say something to 
Tim and Michael, my managers. CGW 
forced me to concoct this story. I really 
have no idea what I'm talking about. 
Games on the Pilot? That's news to 
me. I've never heard of such a thing. 
The whole idea is just preposter- 
ous. It's the most ridiculous thing 
I’ve ever heard in my life. Just 
please don't ask me to show you 
my notes from last Tuesday’s 
meeting.... -Gregf Fortune 


T he US Robotics PaImPilot is quite the personal pro- 
ductivity device. It allows you to keep track of your 
schedule, phone numbers, and “to do’’ lists. You 
can use it to take notes in meetings, track expenses, read 
books, and even to tune your guitar. You may know all that, 
but did you know it might also save your sanity? 

Say, for example, you are stuck in a three-hour meeting 
or a class that just won’t end. Perhaps you are attending a 
lecture and the speaker seems to have a Ph.D. in rambling. 
Wouldn't you rather be... 


West of House 


You are standing in an open 
field west of a white 
house, with a boarded 
front door. 

There is a mailbox here. 


That’s right. While everyone 
else assumes that you're taking 
copious notes, you can actually be 
playing Zcrk, Planetfall, or any 
of the text-based infocom games 
that have been ported over to the 
Pilot. You can also play classics 
like Chess, Sub Hunt, Missile 



GAMER’S DELIGHT: 
With a little help from 
the PaImPilot, a 
tedious meeting 
becomes a gaming- 
fest. 



Microsoft, (206) 882-8080 
PC CD-ROM 
Reader Service ff: 305 

PRO PINBALL; 
TIMESHOCK 

While some pinball games 
maintain the sense of table size 
by scrolling. Empire Interactive has decided to 
cram the 
entire table • 
into one 
screen. 

White the 
sites and 
sounds of 
the game are 




well done, the fact that the entire table is packed 
into whatever size monitor you have makes it dif- 
ficult to follow the ball at times. The game is pret- 
ty tweakable, and requires a lot of pinball savvy 
to actually finish, so hard-core pinbailers will 
want to check it out. The rest of us will need to 
brush up on our skills, or else just admire the 
pretty (but busy) \dh\e.-Thierry Nguyen 
Empire Interactive, (301) 916-9302 
PC CD-ROM 
Reader Service ff: 306 


TENNIS ELBOW 

Most tennis games on the 
computer or console are little 
more than Pong on steroids. To its credit. Tennis 
Elbow tries hard to be real tennis, complete with 



overhead 
smashes and 
low volleys. 

The French 
love of tennis 
comes out in 
the variety of 
shot selec- 
tions, as the game even differentiates between a 
defensive lob and fob d'altaque. The world circuit, 
featuring more than 50 events and rankings for 
250 simulated players, is robust as well. Still, 
much of this we’ve seen before— most notably in 
the Amiga version of Pro Tennis Tour (1991, Ubi 
Soft)-and it’s a real shame that the controls for 
tennis simulations don't seem fo have advanced 
much in the past half-decade. -Terry Coleman 
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W lien you’re ready for skull-crushing, 
hard-hitting, tournament style 
action ... you’re ready for Drachcn Zor.'^’ 

Not just another fighting game, Drachen 
Zor takes you on a no-holds-barred battle 
througli the nine blood pits of Drakkor - a 
mystical fantasy world where 16 high- 
definition, fully-mobile, 3D warriors all 
fight to become Warlord of the Dragon Gate. 

Fight one character at a time, or up to 
three others with its multiplayer networking 
mode - either way, you’ll encounter combat- 
imts of all shapes and sizes attacking from all 
angles. And with more than 54,000 different 
playing combinations, you could play this 
game forever. 

Assuming you don’t meet diy maker first. 
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THIS JUST IN 





R esearching this edition of the Works took me to 

Seattle for Microsoft's big DirectX Love-In, known 
as Meltdown. This bi-annual event is a chance for 
hardware guys and software guys to get together 
and see it they can all just get along. As a new ver- 
sion of DirectX nears rev. 1,0, hardware guys bring 
their wares, while they’re still working on drivers, and software 
guys bring their DirectX titles under development and try run- 
ning them on the different hardware platforms. The idea is to 
kill bugs dead before games or 
drivers hit store shelves. The 
hardware guys consist mostly of 
system and graphics chip 
and board makers, so naturally it 
is a primo opportunity to do 
some snooping around and see 
what's shakin’. 

Among the graphics guys, the 
usual suspects were holding forth 
on the chip side: 3Dfx, 

Rendition. Matrox, S3, ATI, 

Number 9. et al. But the chip 
that seemed to be the conference 
darling was NVIDIA'S Riva 128, a 
newcomer to the scene whose 2D 
and 3D performance will make it a 
very lough competitor this fall. 

The Riva 128 is featured on 
boards from both Diamond and 


STB, and 
4MB boards 
will most likely hit 
the streets for under 
$200, We’ll be looking 
at both boards in 
next month’s 3D graph- 
ics roundup. 

Rendition was testing their V2200 part and. just for grins, 
waited until developers noticed how much 
taster their games ran to tell them it was the 
\/2200, not the first-generation V1000. We'll be 
putting a V2200 reference board through its 
paces next month as well. 

But the real shocker had to be Malrox’s 
decision to do a PowerVR-based board, 
which should be shipping soon after you 
read this. Check out our review this issue of 
VideoLogic's Apocalypse 3Dx which also 
uses PowerVR, It looks like Matrox's part 
will be 3D-only, though coupling it with 
Matrox’s Mystique would make for a pretty 
dynamic duo. 

For more on 3D iron this issue, check out 
our 3D graphics feature, where we’ll show you 
which features do what, bring you up to 
speed on the latest 3D jargon, and give you 
the latest dish on the Direct3D vs. OpenGL 
skirmish.— Dave Sdlvdtor 


GOTO Software, (011-33) 3-20-66-5500 

PC CD-ROM 

Header Service (f: 307 

BABYLON 5 
ARCADE SERIES 
ENTERTAINHEHT 
UTILITY: SHADOW 
WARS 

Despite the ''Arcade" in 
this package’s name, and 
the general quality of any product 
associated with Babylon 5, do not 
buy this package (or the game. The 
Shadow Wars arcade game is a 
substandard Galaxians/Galaga 
knockoff, but without the gameplay 


of those early ’80s classics. Series creator 
Joe Scraczynski must have been taking a day 
off when this turkey got the stamp of approval. 
If you're the kind of Babylon 5 fan who knows 
one Zathrus from another, though, you'll 
appreciate this package for its B5 screen- 
savers, wallpaper, icons, and audio and 
video clips. But please, don’t buy it for 
the game, 

-Denny Atkin 
Sound Source 
Interactive, (818) 
878-0505 
Windows 
CD-ROM 
Header 
Service k: 308 




DRAGON DICE 

Based on the popular TSR 
dice game. Dragon Dice is strate- 
gy gaming at its simplest. Gamers 
vie to control “terrains” across the mythical land 
of Esfah, marshaling armies of elves, dwarves, and 
goblins that are represented by— you guessed it— 
dice. Offering single scenario, campaign, and 
tournament play Dragon Dice allows players to 
customize 
their poly- 
hedral 
forces 
before 
squaring off 
against the 
computer 
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KINGDOM TO COME 


Interactive Magic’s Real-time Strategy Game Tries To 


s we’ve seen in Microsoft’s Age of 
Empires (see the sneak preview in this 
issue), developers are taking real-time 
games in a more intelligent direction. One of 
the games that exemplifies this is Interactive 
Magic’s new game, Seven Kingdoms. 

You pl^ as one of seven ancient civiliza- 
tions (Greek, Chinese, M^n, and the like), 
building an infrastructure, much as you do in 
other real-time strategy games. You also have 
to harvest resources and maintain a sizable 
army for defense and, if you choose, offense. 

What we particularly like in this game is 
the use of each civilization’s mythos to 
flesh out the culture’s repertoire of units. 
Each civilization can summon one godlike 
creature from its pantheon (the Chinese 
summon a dragon, the Norse summon 



Summon powerful creatures such as this 
Chinese dragon to assist your troops. 


Thor), who bestows benefits upon their 
troops and is a controllable megaunit. 

The game will also emphasize multicul- 
tural cooperation, as in order to utilize each 
god, you have to have members of that 
god’s race in your nation. Thus, the best 
players will welcome all the cultures into 


Climb Above the Crowd 

one homogenous civilization, and summon 
all the gods to smite their foes. 

Another great feature of the game is the 
espionage model and spy unit, which we’ll 
reveal more of in next month’s Real-Time 
Strategy Roundup, as well as in an upcom- 
ing preview. -f/M Chin 


Wkai, No Quaker 


CGH/ recently attended the 1997 
Shareware Industry Conference (SIC), in 
Providence, Rhode Island. While the con- 
ference’s round tables always result in live- 
ly discussion about the shareware indus- 
try, the highlight of the event is the annual 
SIC Awards Ceremony. CGW presented 
the awards to the winners in each catego- 
ry. The results are as follows: 

Best Shareware Game: 

Quake, by id Software 
Best Action Game: 

Quake, by id Software 
Best Strategy/Loglc 
Game: Fallen Heroes, by A&B 
Entertainment 
Best Card/Casino Game: Dynamic 
Gin 32, by SyberSyn 

Best Boardgame: Pro Backgammon, by 




WinGames, Inc. 

For more 
information 
about the win- 
ners, check out 
our accompany- 
ing CD-ROM booklet (if you get the CD 
version of the mag). You’ll find playable 
versions of all of these games 
on the CG-ROM... except for 
one. Despite the fact that 
Quake was clearly the star 
of the SIC awards, id 
Software absolutely 
refused to let us include the 
game on the CD. "It will inter- 
fere with the OEM sales,’’ said id CEO, 
Todd Hollenshead. 

You call that shat&mte? -Thierry Nguyen 



or up to three friends. Though it's short on real 
depth and saddled with dorky graphics, Dragon 
Dice is surprisingly engaging. Its quick and easy 
gamepl^ might be enough to satisfy gamers hun- 
gry for strategy but short on Tm— Robert Coffey 
Interplay Productions, (714) 553-6678 
Win 95 CO-flOM 
Reader Service H: 309 


GUBBLE 

Remember all the fun 
you used to have with your 
old pal Pac Man? Now you 
can virtually relive the experience with Gobble. As 
the cutey-pie alien, Gubbfe D. Gleep, you must 
navigate through 150 mazes while outrunning. 



I kid you not. 

"Wangry 
Wobots,” just like 
you did in the 
early ’80s with 
our hungry yel- 
low friend. The 
twist? Pretty DirectX graphics and a power-tool 
theme. Yes, instead of munching pellets, Gubble’s 
mission is to remove a variety of hardware fasten- 
ers using name-brand power tools. These innova- 
tions help provide an interesting take on a classic 
theme. Maze addicts should feel right at home. 

-Matthew Schaefer 
RandomSoft. (800) 788-8815 
Win 95 CD-ROM 
Reader Service H: 310 





DOGDAY 

I’ve never had a parbcular 
desire to interact with a painting 
of poker-plying dogs. 

Unfortunately that’s what plying DogDay feels like. 
It’s about your life as a dog under a totalitarian 
regime. At least, I think so. It’s hard to tell, since the 
dialogue consists entirely of barking, and there isn’t 
a sub^bing feature Slated as an adventure game, 
DogDay is more a collection of annyRng puzzles. If 
you’re looking for a wy to spend an afternoon, 
don’t make it a DogDay.— /<b/e "Pinky" Simonton 
Impact. Australia, 

(00 11} 612- 9674-7399 
Win 95 
CD-ROM 
Reader Service H: 311 
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EA SPORTS, the EA SPORTS logo, and T1 it's In ttte game. It's in the game,' are trademarks or registered trademarks of Electronic Arts in the U,S, and/or 
within this advertisement are the property of the NHL and the respective teams and may not be reproduced without the prior written consent ottJHL Enterp 
Association. All other trademarks are the property of their respective owners. Find the twine. 
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MEDIEVAL GATHEDHAL OFTEN 
SERVED AS A CENTER FOR LEARNING. 

. THIS IS GOING TO^^BE. A VERY 

• , PAINFUL LESSON. .• ^ ' 

' ’^le FourHorse^lcnof.tIft!^oclI)|pselurkintlieshl<^- 
ows before you. Asd they are ndt ^one. Eidolon, die last-known 
Serpent Rider, lives. AU of humanity has fallen to the archfiend and 
his Hell-spawned hordes. As the N^omancer, the Assassin, the 
I Crusader, or the Paladin, you must put an end to this ravenous 
onslaught. But first, you must defeat the Dadt Generals. Each of 

of four demon-infested 


then awaits .your arrival separately' 
worlds. You wilt know them when you see them. They will be Death, 
Pestdence, Famine and War, WiU ^oi> bn An teacher? Or the student? 


-^PtfSsess fllstinct spells, powers and w6apoas. '• 
;■ ^ Witli cxpcricnM, gain levels,* mp/e 
hit points and certain aBlIities that apply to yoor 
specific character class, such as 
increased* speed, fire power and jump distance. 


Lose yourself In lightning 
blowing leases, earthquakes, spraying 
fountsins andjtouring rSin. 


. Bludgeon your way through four demon-infestei^ 
worlds — Medieval. Eg)q>tiani 
Mesoamerkan ud ^man. Smash stained glass 
windows, collapse structural 
. beams.' pulvcriz cj^ es and shatter egos. 






iRropofimtftl^.| 


The Most Influential People 
in Computer Gaming ^ 


GW and GameSpot recently decided 
to hold an internal ballot to find out 
just who the most influential people in 
this industry are. First we voted for the people 


we felt had had the greatest influence over 
computer gaming since its nascence. Then, 
we voted on those people who we felt had 
accomplished the most for the industry 


during 1996, To find out more about these 
pioneers and their contributions to gaming, 
point your browser to http://cgw. 
gamespot.com/october 



The 15 Most Infiuentiai People of All Time 


1 . 

2 . 

3 . 

4 . 

5 . 


7 . 


8 . 


9 . 




Sid Meier for game design 
(CiVILIZATIOM, COLOHIZATION) 

John Carmack for fechnolo 
gy (Quake, Doom, Doom II) 
Richard Garriott for desigr 
(Ultima series) 

Alexey Pajitnov for Tetris 
Nolan Bushnell for 


Alari and Pong 
Brett Sperry for 

game design 
(Command & 

Conquer, Dune II) 

John Romero for 

game design (Quake, Doom, 

Doom II) 

Miyamoto for game design (Donkey 
Kong and Mario) 

Trip Hawkins for inception of cur- 
rent software distribution model, affili- 
ated labels, and the like 



10 . 

11 . 

12 . 


13 . 


14 . 

15 . 




Roberta Williams for 

adventure game design 
(King's Quest) 

Peter Molyneux for game 
design (Magic Carpet, 
Syndicate) 

Will Crowther and Don 
Woods for creating The 
Original Adventure games 
Alex St. John for MS- 

Windows for gaming 
Scott Miller for originating 
the shareware model 
Ron Gilbert for inventing the 
SCUMM engine for adventure 
gaming 


The 5 Most Influential 
People of 1996 


1 . 



John Carmack for 3D 

technology, Quake, and 
QuakeWorld Internet Play 
Gary Tavoii for architecture (and 
hyping) ot the 3Dfx chip 
Brett Sperry for game design 
(Red Alert) 

Erich Shaefer and David Brevik 

for game design (Diablo) 

Andy Hollis for game design 
(Longbow) 


CGW 
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i you’ve been following the development 
of Quake 2, you're sure to have noticed 
a foxy, red-headed, long-legged honey 
strutting (and jiggling) her stuff across 
id's Web site. But it you think you’re 
going to run into this leather-clad, BFG-wielding 
bombshell when you play Quake 2, think again. 
The character currently up on the Web site is 
Quake 2 artist Paul Steed’s homage to the all- 
female Quake clan, CrackWhore. Steed is quick to 
state that he created this highly-characterized car- 
toon-like vixen just for fun, and she will not be the 
female-player character in Quake 2. However, one 
of the monsters will be a Borg-like version of 
CrackWhore. Instead of that glorious mane of red 
hair, she'll have cables running through her body 
and protruding out of her scalp. 

Although the real Q2-babe is in (he early stages 
of development right now. Steed has a clear idea of 




Beaut]/ Bfawn, and Bal 


what he wants her to look like. For one thing, she 
won't be running around half naked. Steed wants 
this character to be taken seriously, and despite 
what other developers seem to think, a female 
wearing three strategically-placed triangles as her 
only battle-armor is hardly realistic. Steed's femme 
fatale will be based on Private Vasquez, the super- 
tough marine from the movie Aliens, and will be 
dressed in similar attire-a sleeveless vest and full- 
length pants, Thai's not to say she won't be femi- 
nine. This tough-girl will definitely boast womanly 
curves, but according to Steed, we can expect her 
proportions to be more realistic than those of fhe 
women we’ve seen in games so far, "She'll be 
very cool-aftractive, yef lough," Steed says. 

Steed stresses that Quake 2 will be a far more 
visual experience than it's predecessor. As you 
approach a character in a DeathMatch, for exam- 
ple, you'll clearly be able to distinguish if they're 



male or female (the 
female character may 
even have a pony-tail 
to make iden- 
tification eas- 
ier). You’ll 
also be able 
to tell which 
weapon 
they're carry- 
ing. and if 
they’re wear- 
ing armor. 

And how 
does Steed 

think his wondrous creation would fair if pitted 
against some of the other bimbettes out there? 
"She could shoot Lara Croft to bits," he proudly 
proclaims.-C/?ar/of/e Panther 





ere’s a look at some of the female characters we’ve seen 
some we can expect to see over the next few 
nonths. Finally, more designers are realizing that a 
woman doesn’t have to be naked to be sexy. If the DeathTrap 
Dungeon women are anything to go ty, it seems that Eidos 
still has a lot to learn. Nonetheless, we did hear that Lara 
Croft will be wrapping up in a jacket during certain 
parts of Tomb Raider 2, and we’ll also see her don- 
a wet-suit (see picture). Nikki and Amy from 
SegaSoft’s Vigilance appear to be pretty tough 
cookies (despite the bare midriff factor). But if 
we had to choose one character to play, it would 
■ be Diablo's Rogue. This babe gels tougher and 
tougher as the game progresses, and instead of tak- 
ing her clothes off, she piles the armor on. Now 
^ that’s refreshing, -Chariolle Panther 


1) Tomb Raider 2’s Lara Croft 4) Vigilance’s Nikki and Amy 



Tke AD&D game’s most famous world, tire PORGOTTEN RPALMS^ 

setting, is now powered ty tke award-winning Descent engine. 



iNTROUl.’CING DI-SCHNT TO UNI)I;RM0UN'TAIN, TH!- MOST 
Riivou'TiONARV NHw" AD&D I-ORGOm^N REALMS 
COMPI'TRK GAMI; l:VI=R, BASI-D ON AN RNMANCliD, SVGA 
X'RRSION 01- THU AWARD-WINNING DESCENT UNGINU, YOU 
ARE CIIAI.LENGED TO BUILD AN AITI lENTIC AD&D CHARACTER 
AND PLUNGE DEEP INTO UnDERMOUNTAIN — A TWISTING 
DUNGEON LABYRINTH LOCATED BENEATH THE CITY OF 

Waterdeei^ Here you will encounter an incredible 
360 ° world filled WITH SHADOWY HALLS, ANCIENT 
CRYPTS AND ABANDONED TEMPLES — NOT TO MENTION A 
TERRIFYING ASSORTMENT OF CREATURES WHO CALL 
UNDERMOUNTMN THEIR HOME. SOLVE THE RIDDLE OF 
UnDERMOUNT/MN and you will CERTAINLY AMASS A PILE OF 

GOLD. Tail and you will become a mere pile of bones. 



Either way, you're going down like never before. 


Oeseeni'r va 



SETTING 




lerience more 


:;vels that come 
Iwarven temple 


rrom a 


to an ancient Egyptian cr\’pl. 


Build your character using true AD&D role-playing 
elements — 6 different races and single or multi-classei 
options. Your clioice of clinracter class leads to uni(|ue 
airilities and will also affect tlie way llie game plays — 
if you clioose a tfiief ckaracter you can climL walls! 


linn 50 different 3D monsters 


le more 


lize more 


lomes in on its targets aiK 


lames; 


BV GAMERS. FOR GAMFR.S. 


' Coming this September! 

©1997 Inlerplay Pioduciions. All rights reserved. Descent ©1997 Paiallu Softnire. Ail rights resentd. Descent to Underrnountain is a Irademati: ot TSR. Inc. 
Forgotten Realms, Advanced Dungeons & Dragons. ADSD, and the TSR logo are the trademarks ot TSR. Inc. Inlerpiay is the trademark ol Interplay Productions. 

All rights reserved. All other trademarks and copyrights are the properhy ol their respective owners. 
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Going Postal 

Ripcord Productions To Unleash a Bloody Flurry of Action on the Gaming World 



R ipcord is the name of the startup game-publishing arm ot Panasonic 
Entertainment, Now, that’s the last you'll hear of Ripcord’s connec- 
tion to Panasonic in these pages, because Ripcord is definitely trying 
to deliver gamers' games to the public. The first will be Postal, an 
intense action shooter from developer Running With Scissors. 

In Postal, you play a gun-toting psycho who is on a rampage to destroy all 
the wackos and evildoers of a town gone mad. The look is similar to Crusader, 
with lots of objects to destroy and wreck, and plenty of special effects, such as 
blood tracks In the snow, adding 
to the grisly atmosphere. Running 
With Scissors promises plenty of 
nasty weaponry, including rocket 
launchers and flame throwers, as 
well as crafty level design and 
swarms of enemies. 

You’ll also discover, as you 
play through the game, that the 
Initial premise is questionable. 


You’ll start to wonder who’s really going mad: Is if the whole world or you? But 
before you find out, you’ll have to blow everyone away. 

The game should come with a robust editor that will allow players to make 
levels as well-done as the designers’. Look out for Postal sometime in 
September.— f///o/f Chin 


Dilbert’s Desktop Distractions 

Feeling overworked, under-appreciated, and 
severely underpaid? Spend some time with 
Dilbert, the world’s most put-upon employee, 
and you’ll learn a few important lessons about 
survival in the work place. Rule number one? 

Do as little work as possible while giving off 
the impression that you do more than anyone 
else in the office. To help you fulfill your goal, 

DreamWorks Interactive has created Dilbert’s 
Desktop Games, a collection of 10 games and 
activities specifically designed to decrease 
productivity as we know it. 

Games include Techno Raiders, a platform- 
style game in which Dilbert must collect donuts 
and gadgets on his way up the corporate eleva- 
tor. ..er... ladder. There’s Project Pass-Off, a foos- 
ball-type game, in which Dilbert and Zimbu the 
Monkey try to snare good projects as they fall onl 
the conference table, and pass the bad ones off I 
each other. Relieve frustration with the Can-0- 
Malic 2, a machine that allows you to shoot fellov 
employees at targets. And then there’s CEO 
Simulator, a chance for players to build their own 



Daily Grind: Oilbert's daunting task is to pick 
up as many donuts as possible. 


company from the ground 
up. nurturing it and provid- 
ing it with the same sort ot 
care and attention that one 
would give a pet dog. 

Dilbert’s Desktop Games 
will begin its destruction of 
the workplace in October 

-Charlotte Panther 



e-parcel Provides a 
Smart Solution to Your 
Download Nightmares 

You hear there’s a new add-on pack avail- 
able on the Internet for a game you’re playing, 
but you’re reluctant to download it because 
you know it will tie up your computer for 
hours. Sound familiar? Well, e-parcel, an 
Internet delivery service, has developed 
SmartLoad, a product that will securely deliver 
electronic parcels of any type or size to your 
desktop without slowing down the other run- 
ning desktop appli- 
cations, The soft- 
ware also boasts 
crash-resistant capa- 
bilities, so that if a disconnection occurs while 
downloading, SmartLoad will recommence 
and complete the transmission at the point of 
interruption, instead of having to start over. 
Once a file has been deposited on the user’s 
desktop, it can be viewed simply by clicking 
the SmartLoad icon. SmartLoad is currently 
available for Windows 95 and NT 4.0. For 
more information, check out www. 
e-parcel. com. -Charlotte Panther 




The best just got better. Introducing Flight Unlimited n from 
Looking Glass. The most realistic flight experience ever in a PC simulation. 



Throw everything you know about flight sims right out the window. 
Because Flight Unlimited II takes the realism and thrill of simulated 
. . i I" flying to a higher plane. Over 11,000 square miles of 
T eRea Dea incredible Bay Area terrain accurately modeled for the 

C/Nets GameCenter . , . n- , • 

most precise detail ever in a flight sim. The most 
advanced weather effects — rain, lightning, cross wind and more. Visual 
and instrument navigation. Six of the coolest civilian aircraft, including the 
legendary P-51D Mustang. Whether you're 
a high-flyin' veteran or just getting off the 
ground, check out the sim that sets the 
standard once again. Flight Unlimited II 
from Looking Glass...coming this summer. 


“The richest, most 
detailed environment yet 
seen in a PC flight sim." 

Computer Gaming World 



Now You’re Really Flying 


Take the "Unlimited Challenge" and win really cool prizes. 


I DOS 
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©1997 Looking Glass Technologies, Int„ Cambridge, MA. Flight Unlimited II and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved. 
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Even your high school yearbook 
picture was more becoming than this. 
But as an alien, glamour is not high 
on your agenda. So, bust out of the 
traditional strategy game mold, morph 
into a human and make enemies with 
your friends. Conquest Earth is a world 
you'll want to step into very carefully. 


"XHE VISUAL 


COIVIPUTER GAJVtES 
STRATEGY PLUS 


VISUALS AND 

INTENSE 

G A JVt E PL AY '''' 

PC GAMER 



CDnE^ij=5nr=aF!T'iH 


HERE STRATEGY 




You con ploy either side in this intergoloctic strategy 
game. Instantly morph into a weapon or bottle tank — 
even a human being. 



When ploying the olien side, you'll experience a 
unique interface with different rules and capabilities. 
You'll employ never-before-seen tactics and strategies 
to foil your human counterparts. 



Vary your strategy to keep your opponents guessing. 
Keep trock by monitoring them through your interface 
portals. With over 65,000 colors, the action will come 
to life like never before. 



Playing the human side, you'll need to manage your 
resources wisely. Thwart the aliens' attempt to mine 
oxygen from the otmosphere. Only one race will 
remain standing after this war. Make sure its yours. 


v«r Vir . C O N Ct U E S T E A R X H . C O AA 

Conquest Earth and Eidos Interactive are trademarks of EIDOS. PLC. O 1997 Eidos 


eiDOS 


You've been warned. 
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A NEW KIND 
FLIGHT SIM 
EXPLODING 
ON THE 


Flying Nightmares 2 isn't 
just the next great flight sim. 

It's a new kind of flight sim. 


One where you'll need a lot more than quick reflexes to survive. 

And with so much air and ground action, you may need help. Lots of help. 
So we designed the most extensive multi-player capabilities ever seen 
in a flight sim. Up to 16 players over a LAN or internet connection. 


So don't get left in the blast. Reserve a copy of FN2 now. 



strategy war game 65,000 color, high-resolution graphics 

Supports up to 16 players Fly both Harriers and Cobras 
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p mt. ’Just” <3onU kit tjiat ^ 
Quit buL'lon.” Co.nsia'er it yoiir kattle cry! 
1 ken krin^„oi!i ike skeletal warriors, zomkies 
and counties otker undead denizen’s, ^^ack one 
is anotker ekance. to slice , and dice- like a 
Ginsu*, knife ^one bad. Or simply cast a* spell 



'Wg 



1 ':Ae evil priestess wlios" dtine you >vron^. 
ecause in tliis cavernous., riia-ze o^ devious 
traps, its all about cbeating- deatk at- every, 
turn, blurring tba.t^irie line between, pleasure ’ 
anxl pain. And just wken you' tbinb you can’t 
take- it anyrtiore. consider tke alternative. 


You’ve been warned 
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Aces: X-Fiqhters Sierra 

Xmas 97 

AH-64D Longbow 2.0 Jane's Combat Sims Wfinler 97 

Anachronox Ion Storm 

[ate 98 

Asheron’s Call Turbins/Microsoft 

early 98 

Baldur's Gate Bioware/lnlerplay 

Winter 97 

Banshee 3DfX 

Fall 97 

Black Dahlia Take 2 

10/97 

Blade Runner Westwood 

11/97 

Challenge U 2 Smart Games 

10/97 

Close Combat II MIcrosott 

11/97 

Confirmed Kill Eidos 

Fall 97 

Curse of Monkey Island LucasArts 

Fall 97 

Daikatana Ion Slorm 

11/97 

Deep Six Virgin 

Spring 98 

Earthsiege 3 Sierra 

11/97 

East Front TalonSolt 

Fall 97 

Epic Wathammer 40K: Redemption SSI 

Xmas 97 

European Air War MicroProse 

Xmas 97 

F-22 Raptor NovaLogic 

Xmas 97 

Falcon 4.0 MicroProse 

Early 93 

Fighter Squadron Activision 

11/97 

Final Fantasy VII Squaresoll 

Early 98 

Flight Unlimited II Looking Glass 

Fall 97 

FPS Football 96 Sierra 

11/97 

Guardians: Agents of Justice MicroProse 11/97 

Guardians of Destiny Wesbvood 

Fail 97 

Half-Life Sierra/Valve 

11/97 

Heavy Gear Aclivision 

Fall 97 

iA-10 Warthog Interactive Magic 

Early 98 

lnteI740 3D Chip Intel 

Xmas 97 

Interstate '77 Aclivision 

Fall 97 

Jack Nickiaus Online Accolade 

Fail 97 

Jane’s F-15 EA/Jane's 

Early 98 

Joint Strike Fighter Eidos 

10/97 

King’s Quest: Mask of Eternity Sierra 

12/97 

Longbow 2.0 EA/Jane's 

Fall 97 

M-1 Tank Platoon II MicroProse 

Mid 98 

Madden NFL 98 EA Sports 

Early 98 

MechWarrior III MicroProse/FASA 

Mid 98 

MiG Alley Empire 

10/97 

Might & Magic VI Ne-v; Wotld/3DO 

Winter 97 

Myth Bungie 

Winter 97 

NHL 98 EA Sports 

11/97 

Panzer General 11 SSI 

11/97 

Populous III EA/Bulllrog 

Fall 97 

PreyApogee/3D Realms 

Spring 98 

Quake II id/Aclivision 

11/97 

Quest For Glory V Sierra 

11/97 

Redguard Gethesda 

Late 97 

Return to Krondor 7th Level 

Early 98 

Screamin' Demons Activision 

11/97 

Skies SegaSoft 

Mid 98 

Siege Sir-Tech 

Winters? 

SlmCity 3000 Maxis 

Xmas 97 

Sin Activision 

Early 98 

SODA Off-Road Racing Papyrus 

Fall 97 

StarCraft Blizzard 

10/97 

Starship Titanic Simon 8. Schuster 

10/97 

Su-27 Flanker 2.0 SSI 

Winter 97 

Tomb Raider 11 Eidos 

11/97 

Trespasser: Jurassic Park DreamWorks 

Winter 97 

Unreal GT Interactive 

Fall 97 

WarCraft Adventures Blizzard 

12/97 

Wartiammer II: Dark Omen SSI 

Winter 97 

Wing Commander: Prophecy EA/OrIgin 

Fall 97 

Wizardry VIII Sir-Tech 

Mid 98 

You Don’t Know Jack TV Berkeley Sysl 

10/97 

Zork: Grand Inquisitor Aclivision 

Fall 97 


Heavy Gear Offers Full Constructability 


Activision’s Heavy 
Youf Dreams 


O ne advantage to 

licensing a pen and 
paper game universe, 
as opposed to creating one from 
whole cloth, is that the pen and 
paper game has thousands of 
hours of free playtesting (actual 
gaming done by satisfied cus- 
tomers) behind it. When you 
implement those rules, along 
with the inevitable clarifications 
that occur as gamers identify 
potential problems in the rule 
sets, you have confidence that 
the game will be well play-bal- 
anced. You also know what the aticionados of the 
game universe like and don’t like. 

Faced with recreating the Heavy Gear universe, 
Activision quickly recognized that a new computer 
game would not have the elegance of the Heavy 
Gear rules if it did not feature full constructability. 
MechWarrior 2 had some ot this with the Mech lab, 
but it was not nearly as robust and tull-featured as it 
would need to be to reflect Heavy Gear’s universe. 
Why? Because Heavy Gear is supposed to retlect 
Gear technology that is constantly being designed, 
built, and refined by the denizens of its universe. The 
BatlleTech universe, on the other hand, is made 
from lostech-scavenged technology that is imitated 
and evolves much more slowly. 

As a result, everything about the gears in Heavy 
Gear is supposed to be customizable. The Activision 
team’s goal is to allow you to change powerplanls, 
weaponry, and armor almost transparently by using 
the click and drag technology of the construction 
module. Instead of merely retrofitting new weaponry 


Gear Allows you to Construct the Robot of 


and armor onto the same 
old hulks, you’ll now have a 
chance to create your dream 
killing machine by keeping 
in mind the trade-offs 
between speed and power. 
Anything you can build 
according to the pen and 
paper rules, you should be 
able to build in the Activision 
Qime-Johnny Wilson 


FOR A MOVIE PRE- 
VIEW-STYLE LOOK AT 
HEAVY GEAR, WATCH 
THE .AVI ON THIS 
MONTH'S CG-ROM. 
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'XPERT@Play supports the 
m award-winninij ATI-TV add on 
ly card.- the best TV tuner and 
y video capture card 
^/iticludes FORMULA lan^ 

/ r]l4'rracide - FREE 'wt'. 
jWfilS^out www.atitech.d^J 
Y^all(905) 882-2600 ® 
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NowYouSeelt 


19 /(r 


If you can see it, you can 
beit-\viienyou’reanATI 

XPERT@Play" 

• Unequaled 3D features and powerful 
acceleration for immersive 3D that 
blows away game consoles 
• High performance 3D, 2D, MPEG-2/ 
DVD ready video with big screen 
TV-out display in one card 
• Brute force 3D horsepower with 
setup engine texture cache, 
edge anti-aliasing, texture with 
decompression and more: 

-1.2 million triangles/second 
-75 million textured pixels/second 

• Optimized for MMX processors 
for full screen, full motion 
MPEG-2 playback 

• Balanced performance tor the 
^ best in Direct 3D, DirectDraw 

and DOS gaming 

• Up to 8MB of high performance 
^SGRAM for 1280x1024 fully 


MORE FEATURES 






199/ Bungip Software hoducls (orporalion. Myth: The Tailen Lords is a trademark ol Bunqie Soflsvare Products Corporation. 
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Now you can go hand-to-hand with ths enomy on a smoothly 
rolling 3D landscape the way you'ye always imagined. The environment 
of Myth: The Fallen lords is so real that every bloody limb, 
sword, every unexploded charge tossed by a ground-rippling explosion 
remains a live element ready to be seized and used by or against you. Not 
limited to a simple overhead view, you'll rotate around the heads ol your 

troops, follow the arc of a burning arrow and zoom in on me Slaughter. 

lDUI I [Z! Get an eyeful of stunning detail: reflections in the water, lightning frying the enemy 
to cinders, smoking craters ringed with the heads ol the inept and every ounce of blood remaining on the scarred battlefield. 


^8 So Advanced It Even 
jgu Gaines Obsolete. 





But don’t stare too long. Learn the art of war and the importance of 
physics as you move fast to seize the high ground where the archers have 
greater range and pyromaniac dwarves can shower targets with explosives. 
Multiplayer games include classic scenarios like King of the Hill and 
the Hag, and uniguely challenging variants like Assassin and 
Steal the Baton, even in teams! Play over the Internet for free using 
lur own personal war zone. 
tvw.bunqie.(0m for the only 

strategy game where “uphill battle’’ is more than a figure of speech. 
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ACE OF EMPIRES 




Developer: Ensemble 


It’s About Time 




Realtime Takes a Lea 


by Elliott Chin 


The controls are very much like those for 
WarCraft II, as Age uses a right-click Interface 
for issuing commands. However, like many of 
the real-time games under development, it 
offers more flexible user commands, such as 
saving groups (like in Command & Conquer), 
having hot keys for buildings and commands, 
and issuing way points for unit movement. 

AGE OF DISCOVERY 

I liken Age to Civilization because of its 
emphasis on discovery and research. Unlike 
many real-time games, Age of Empires 
requires you to advance your civilization 
through various ages of discovery. You begin 
in the Stone Age, but can move on to the 
Tool, the Bronze, and, finally, the Iron Age. 
Each age offers a new collection of structures 
to build, weapons and instruments to acquire, 
technologies to research, and units to train. 

To advance to a succeeding age, your civiliza- 
tion needs to be well established in your cur- 
rent age, with a surplus of food and an econo- 
my to support the transition to a new era of 
growth. In game terms, this means you have 
to build a certain number of structures and 


C ritics often charge 

that real-time strategy 
games have no 
depth; that victory in 
an RTS comes down 
to who clicks fastest. 

I’ve always thought it 
comes down to who thinks fastest, a 
truth that probably hurts for all those 
who fail in real-time wargaming. 

However, when it comes to the depth 
of current real-time games, there is 
some truth to the notion that what 
we’ve been playing so far isn’t as rich 
or complex as turn-based legends like Master 
OF Magic and Civilization (even my favorite real- 
time game, WarCraft II, though incredibly com- 
plex, lacks the depth of Civ). Well, no less than 
the cocreator of Civilization, Bruce Shelley, will 
soon be taking a step toward changing that sit- 
uation. With his next game, Age of Empires, he 
and his codesigners at Ensemble Studios are 


taking real-time games to a new level of sophis- 
tication and complexity. 


BEST OF BOTH WORLDS 

At its most basic level, Age of Empires can 
be considered a cross between Civilization 
and WarCraft 11 . You can play as one of twelve 
ancient civilizations as you vie lor supremacy, 
battling it out in frantic 
WARCRAFT-like ferocity or advanc- 
ing through economy and pro- 
duction, as in Civilization, 

The game has an isometric 
look to it and gorgeously ren- 
dered graphics that are similar to 
Civ II’s, though sharper and more 
colorful. However, the units in Age 
move with uncanny realism; the 
animation for the villagers, troops, 
and even wildlife in the game are 
fluid and precise. You’ll see wood- 
cutters heft their heavy axes over 
their heads with mighty effort as 
they fell large trees, and hunters 
return to town weighed down by 
heavy game cradled in their arms. 




accumulate lots of resources before you can 
"research" the next age. 

As in WarCraft II, the gameplay In Age 
hinges on a single support unit. In WarCraft 
il, it is the peon/peasant. In Age, it is the vil- 
lager, whom you use for hunting and foraging 
food, mining gold and stone, and chopping 
wood. He is also used to build structures, as 
well as to provide reconnaissance in the early 
parts of the game. 

BY ANY MEANS NECESSARY 

Warfare is indeed a significant part of this 
game, but Age is distinguished from the real- 
time crowd in that victory and survival are not 
ensured by military might alone. Many of the 
upgrades you can research, and many of the 
technologies you can acquire through your sci- 
ence, are of economic and industrial value. For 
instance, you can learn and build a market in 
the Tool Age, which gives you the ability to learn 
woodworking, domestication, and stone and 
gold mining, all of which are economic benefits 
that increase resource gathering. You can 
research the wheel to increase travel speed for 
troops and villagers, build merchant ships in 
order to trade with your neighbors, and train 
priests to convert enemy troops to your side. 

My worry when I first played Age of Empires 
was that the campaign would be open-ended, 
as was the case with Civilization and Dead- 
lock. With Civilization, that open-endedness 
works, because there is so much to do that 
the game doesn’t end too quickly. But with 
Deadlock, ending too quickly is exactly what 
happens, and gamers complained that the 
game was simply too limited. Thankfully, 
Ensemble Studios recognizes that there isn't 
enough to do in an open-ended game of Age 



to make it enough of a single-player challenge. 
So, they will include four campaigns in the 
game. As in WarCraft II, the scenarios in the 
campaigns will slowly introduce you to the 
game, with increasingly difficult scenario vic- 
tory conditions. Once you’ve graduated from 
the beginner campaign, you can play the 
other three campaigns, which provide differ- 
ent sets of challenges. Age of Empires will 
also have many historical and hypothetical 
one-shot scenarios. 

MANY HUMAN EMPIRES 

Clearly, the designers put much thought 
into multiplayer gaming, and Age of Empires 
shows great potential as a multiplayer product. 
There is a good balance between what you 
can and can't do; for example, there isn't so 
much that games will take forever {as is the 
case with M002), but there is still enough to 
do that you feel as il you are getting the same 
intelligence and complexity of gameplay as in 
Civilization, except in realtime. 

You can achieve victory in multiplay simply 
by conquering your enemies, but you can also 
win games through religion, exploration, 
research, or production. Peppered about the 
gaming map will be Stonehenge-like religious 
sites. The first civilization to claim all of them on 
the map, and hold them for a certain amount of 
time, wins. There are also artifacts in the game 
that bestow victory upon the first civilization that 
gains and holds all of them. You can also win 
by researching all of your technology before 
everyone else exhausts their research tree, or by 
being the first to build a Wonder and sustain it 
for 2,000 years (roughly 2,000 seconds). 

As I played Age of Empires, f got a good 
overview of the gameplay and the direction in 
which Ensemble Studios is heading. I wasn’t 
able to play against final Al, so I can’t com- 
ment on how intelligent your troops or the 
enemy civilization wilt be in the final version. 
Ensemble says, though, that your own units 
will be intelligent enough to look for food and 
wood on their own if you leave them alone. If 
the Al is smarter than the usual paltry fare we 
get in typical real-time games, and if the 
Internet play Is seamless and smooth over 
Microsoft's Internet Gaming Zone, then Age of 
Empires could secure a coveted spot on both 
the traditional strategy gamer's and real-time 
fanatic’s must-play list. ^ 



The Resource Game 

A ge of Empires, like most real-time 
strategy games, has several 
resources for you to harvest. The 
great thing about Age, unlike the rest of the 
real-time pack, is that these resources 
make absolute sense. You're not looking for 
a fictional ore or water or energy source. 
This is the dawn of civilization, and the 
resources you have to gather are the same 
ones that early man had to acquire: food, 
wood, stone, and gold. 

in the first age, you hunt and forage, but 
if you advance to an age beyond stone, you 
will gain the ability to build forms, which 
are a self-replenishing food supply. I 
thought this dynamic (of hunting and forag- 
ing, then learning self-sufficiency) was bril- 
liant, because it 
created the 
sense that you 
were following 
in the footsteps 
of early man. 
The food is, 
logically, used 
villager is your for “building" 

civilization’s backbone, new units, 

whether he’s hunting or fhe Qfoer 


you need to 
harvest in 
abundance for 
buildings in the 
and Tool 
tone, 
has a like 
use in the Tool 
Bronze 

Age; and gold, 
which is a 
necessity in the 
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PREVIEWS 


DEFIANCE 




Publisher: Avalon Hill Game Company 


Defiant Departure 

Avalon Hill’s Next Game Will Surprise Longtime Fans 

by Thierry Nguyen 




A valon Hill has a long back- 
ground in making both 
boardgames and hard-core 
wargames. Mentioning the 
company’s name conjures 
up lilies like Wooden Ships 
& Iron Men, Achtung: 
Spitfire, Over the Reich, and CaveWars. So 
what will gamers think when they hear the 
name Defiance? Is it a hard-core strategy 
game that entails playing a rebellious slate or 
power? Well, die-hard strategy gamers will be 
surprised to know that Defiance is not the title 
ot Avalon Hill’s next strategy game, it’s the 
title of their next action game. Action fans, 
take notice. 

PLOT? WHERE? 

Defiance is the first game from the new 
action division of Avalon Hill: Visceral 
Productions. It's an attempt to merge the action 
of Descent with the storyline of Wing 
Commander. The game starts with you being 
called to a secret military research center. On 
arrival, you are told to test a new type of craft 


least 13 large levels featuring areas such as 
canyons and cities. 

The graphics of the game look decent, but 
Visceral says the engine is still in development, 
and that they plan to have MMX and 3D card 
support. Whether they go for DireclSD or card- 
specific support is still up in the air, but as it 
stands, the beta I played looked only slightly 
better than Descent II. Hopefully the art for the 
other levels and the added support will make 
the game look more contemporary. 

So, did Avaton Hill’s sudden shift in game 
development help? That can’t be judged until 
the game ships, but tor now, it looks to be a 
good first entry. If they manage to pull off 
adding a good story to go along with the 
decent action, they could have a solid game on 
their hands. And maybe Avalon Hill will be 
known for both turn-based hex-fiiled patience 
and real-time 3D frenzies. % 


that will revolution- 
ize the way combat 
is carried out. Sure 
enough, you’re 
having fun blowing 
away drones in 
your LAV-6 Saber 
gunship, when the 
base suddenly 
comes under 
attack. As you bat- 
tle hostile biome- 
chanical creatures, 
you realize that you 
are probably the 
only survivor on 
the base. 

Now, the plot could easily end there. Go 
play with the new toy, kill the aliens, win the 
game. But Visceral wants to meld the action 
with a good storyline. So, through various 
voice-overs and cut-scenes, you learn about a 
scientist who was working on biomechanical 
weapons and suffered a funding cut. Is this 
tale of a scientist-gone-postal the cause of the 
massive attack? Or Is there more? 


DESCENT INTO DEFIANCE 

In terms of actual gameplay. 
Defiance is a lot like Descent. You'll 
pilot a ship around 3D levels and 
blast all sorts of enemies. Unlike 
Descent, your ship doesn’t naturally 
defy gravity, so you will have to use 
your lifts and maneuvering jets in 
order to access areas higher than 
you. The version I played had only 
four guns, four types of missiles, 
and one level, but Visceral promises 
a greater variety of weapons and at 
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HETSTORM 




Publisher Activision 


Battling Clouds 

Activision’s Online Game of Sky Warfare Could Be a Real-time Sleeper 


by Martin E. Cirulis 

W ell, Activision must be 
iistening to somebody 
out there. Their newest 
ottering to the online 
community is squareiy 
aimed at giving the 
wires back to hard- 
core strategy types— without making them go 
through the social gymnastics required to keep 
eight people together through games that last for 
20 hours, NetStorm may not blow the socks off 
the action crowd, but it does contain many fea- 
tures that have been a long time coming. 

WAR WEATHER 

This game takes a few risks in order to be 
original. The premise is not the usual fantasy 
tare. Instead of another firefight between Tolkien 
rejects, NS offers us a chaotic realm without 
solid land, where most of our preconceptions 
are turned upside down and magical priests 
battle each other using floating islands as their 
operational bases. 


The only island-maneuvering one does is in 
choosing your opponents online, a process 
that uses a unique graphic interface, doing 
away with that endless chat-room jockeying we 
have been plagued with so far. Once you get 
down to the ugly business of war, you discover 
that things are quite different. In typical real- 
time gaming, base building is a means to unit 
production. In NetStorm, though, building is 
an end in itself, and there are very few mov- 
able units in the game at all. Oddly enough, 
those of you with experience in those old pipe- 
puzzle games will have the greatest initial 
advantage in NS, as you must build bridges 
using puzzle pieces to cross the gaps between 
islands and power sources. 

These pieces are also used to set up a sup- 
port web to place the keys to any successful 
battle; the 30-odd structures that do everything 
from collect power to blast your enemies from 
the skies. Instead of producing units per se, 
these structures function automatically in both 
offensive and defensive mode and have to be 
deployed across the skies 
in almost chesslike fash- 
ion in order to engage 
and destroy your oppo- 
nents. The object of the 
game is to protect your 
own island while laying 
siege to enemy islands 
and blasting opposing 
high priests senseless. 
Once you have a high 
priest paralyzed, one of 
your transport units, the 
only class of directable 
mobile units in the game, 
can be ordered to drag 
the prisoner back to your 
island for the grisly victo- 


ry ceremony. In perhaps the darkest abstrac- 
tion of research I have seen in a tong time, the 
only way to gain new knowledge, and thus 
more structures to build, is to sacrifice cap- 
tured priests to the Storm Furies. 

A NEW DAWN 

NetStorm will have a wide variety of innova- 
tive online options, including the built-in ability 
to flag other players as “friends," so you can 
find them quickly and easily when you link to 
the server. A sense of attachment will also be 
included In the game, as your islands will 
grow along with you in an almost RPG-like 
way. Lastly, NetStorm will offer a full single- 
player campaign for sharpening your skills. 



^DUELING ISLANDS Rather than requir- 
ing micromanagement of units, most of 
the game's combat Involves strategically 
placing stationary weapons platforms. 

While gamers used to fluid games where 
everything is in motion may have a few initial 
problems adjusting to the pace of NetStorm, 
those with the patience to recognize a deep 
tactical game when they see one will be glad 
they put the time into it. It remains to be seen 
whether NetStorm can be a truly satisfying 
single-player game, but it is already easy to 
see that online gamers may never look at a 
storm-cloud the same way again. % 
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Sound Blaster® AWE64 Value 

The latest Sound Blaster technology is ready to invade your multimedia PC. 
At an out of this world price, $ 99.99 (estimated street price), Sound Blaster 
AWE64 Value is your logical upgrade to high-fidelity audio. Hear every eerie 
sound with frightening clarity with up to 64 simultaneous voices of Advanced 
WavEffects™ & WaveGuide Synthesis. 512K onboard RAM for SoundFont® 
samples and high performance, lets you add your own alien sounds. Also 


included, the hottest Internet software, To learn more about the Sound Blaster AWE64 Value, contact us at: 


www.soundblaster.com/sound/AWE. 
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1 . "We Come In Peace." 

2. Blasting Ray Guns. 

3. People Screaming. 

4. "You Must Believe Me!” 

5. Exploding Buildings. 

6. Whirring Space Ships. 

7. Brains Being Sucked. 

8. Bones Crunching. 

9. Aliens Phoning Home. 

10. Metallic Scraping. 

11. Cars Crashing. 

12. Kidneys Bursting. 

13. Insertion of Probes. 

14. Heads Exploding. 

15. "Run for Cover!" 

16. "Warning." 

17. Aliens Melting. 

18. Pods Hatching. 

19. Destroying the Monster. 

20. Buildings Imploding. 

21. Spaceships Docking. 

22. Boiling Flesh. 

23. "Mayday, Mayday!" 

24. Exploding Spaceship. 

25. People Running. 

26. "I saw a UFO!" 

27. Planes Taking Off. 

28. "We're at DefCon 4." 

29. Aliens Communicating. 

30. Children Crying. 

31. Slurp. 

32. Clinking of Autopsy 
Instruments. 

33. Laser Swords Crashing. 

34. "Hyperspace!" 

35. Flesh Being Torn Off 
Bones. 

36. "They're Coming." 

37. Wailing Sirens. 

38. "You Must Die." 

39. "Beam Me Up." 

40. Zap!!! 

41. Air Locks Closing. 

42. "Oh, My God!" 

43. Lasers Charging Up. 

44. "We Need More Power!" 

45. Ray Guns Blasting. 

46. Calling the Mothership. 

47. Horns Blaring. 

48. "We Won!" 

49. "Lock on Target!" 

50. Crystals Charging. 

51 . Area 51 Guard: "No 
Admittance." 

52. Zap-Zap! 

53. Warning Alarms. 

54. Air Locks Opening. 

55. "Set to Stun!" 

56. "Red Alert!" 

57. Shields Up. 

58. Warp Speed. 

59. "Blast 'em)" 

60. Eyeballs Squishing. 

61 . Spaceships Cloaking. 

62. Radar Ping. 

63. “Fire at Will!" 

64. "Take Me to Your Leader." 
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BROKEH SWORD: THE SMOKING MIRROR 


masiBso 


Smoke and Minors 


Revolution’s New Adventure Has Some Tricks up Its Sleeve 


by Thierry Nguyen 

V irgin was one oi the few compa- 
nies in recent memory to release 
a traditional graphic adventure in 
a market dominated by Myst- 
alikes and full-motion-video filler. 
Revolution’s Circle of Blood 
(known as Broken Sword; 

Shadow of the Templars in the UK) not only had 
gorgeous animation and background art, but it 
also possessed a tight and intriguing story that 
was filled with irony and historical/mythological 
accuracy. Broken Sword; The Smoking Mirror, the 
next episode in the series, promises an equally 
compelling story underneath a refined interface. 

NOT JUST A SEQUEL 

Project Director Charles Cecil Insists that the 
game isn’t a mere sequel that just rehashes the 
old engine and characters but, rather, a new 
episode that retains certain characters while 
improving numerous design elements. The Inter- 
face has been tweaked (many of the Icons are 
now consolidated into one universal Icon, simitar 
to what LucasArts did in The Dig) and the overall 
graphic quality of the game is improved. While the 
new graphic effects such as translucency, shad- 
ows, and lighting will need a fast machine with the 
latest DirectX drivers, the engine will scale itself 
appropriately in play, so you can still play the 
game using DirectX 2.0 with SMB of RAM. 

In this episode, familiar characters such as 
George, Nico, and various supporting cast mem- 
bers (such as Andre Lobineau and the gendarme 
in the cafe in Monffaugon) return, and you’ll find 
the same attention to historical detail and mythic 
lore. The focus of the first game was the Knights 
Templar; this time it’s the Mayan Indian culture. 
The plot has George and Nico running around 
locales like Paris, Marseilles, Quaramonie (a fic- 
tional South American city), and the Caribbean in 
order to find artifacts that will prevent the return of 



Look for more danger and less mindless click- 
ing when solving puzzles in this game. Cecil 
explained that the team grew tried of the “try every 
inventory object on every item” type of puzzle, and 
while puzzles like that exist still, they aren’t the 
focus of the game. Some puzzles are dangerous, 
in that they require quick thinking in a limited time 
span, which can result in either victory or death. 

Virgin’s next foray into graphic adventure looks 
quite promising. Circle of Blood was already an 
excellent game, and Broken Sword; the Smoking 
Mirror looks as if it will be one of the better tradi- 
tional adventure games this year. % 


Tezcatlipoca, a vengeful Mayan god who will bring 
about the apocalypse predicted in Mayan folklore. 


MEANWHILE... 

Many elements of the game have been fine- 
tuned. Graphic backgrounds are multilayered, giv- 
ing scenes more visual depth. The amount of dia- 
logue has been halved (while still maintaining the 
strong story), addressing the criticism that the 
previous game was entirely too "talkative." 

Nico is much more involved in this game. The 
previous game cast her in a filler role, in which 
she provided some information, but didn’t do 
much else. Here, not only do you need her help in 
some of the puzzles, but you actually get to play 
her character. At certain points in the game, you’ll 
switch between playing George and playing Nico. 
What’s interesting is that Nico ends up embarking 
on the more dangerous quest, while George looks 
for pirates in the Caribbean, a nice change from 
the tired “guy does macho, danger-filled quest 
while girl does thinking quest" motif. 


FULL MOON TONIGHT The background art this time is even more stunning than in Circle of Budod, 


with multiple layers that give a better sense of depth and space. 
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NFL LEGENDS '98 


A Legend in 
the Making 

Accolade Brings Gridiron Heroes to Life 


by Terry Coleman 

V ince Lombardi’s Green Bay 
Packers are used to dealing 
with adversity, from holdouts 
in training camp to injuries 
involving key players. But 
nothing has prepared them 
for this difficult season. 
Bewildered by the 49ers' West Coast offense, 
the Pack suffers three Young-to-Rice TD pass- 
es in the first half and loses on opening day 
at 3Com Park {all the while, Lombardi mutters, 
“1 thought we were playing at Candlestick”). 
After winning a squeaker against Joe 
Namath’s Jets, Green Bay falls to the leather 
helmet-clad Chicago Bears, as Red Grange 
scores 24 points. But this week will be differ- 
ent, says star halfback Paul Hornung, because 
the cheeseheads will be out in force at the 
frozen tundra of Lambeau Field for the home- 
coming game against their most hated rival, 
the 1950 Cleveland Browns. 

A PIGSKIN DREAM COME TRUE 

Who says fantasy has to be restricted to 
overly muscled guys with swords; fairies; and 
women with improbable cleavage? Sports 
fans have always argued whether Man o’ War 
could have passed Secretariat down the 
stretch at Churchill Downs, or whether 
Muhammad Aii would last 15 rounds with 
Rocky Marciano. For football fans, the wide 
variety of rules and equipment changes over 
several decades have made it difficult to com- 
pare great teams from different eras. 

Now. NFL Legends ’98 changes all that, as it 
lets you play the greatest teams of ail time in 


an action-oriented, but still very realistic, set- 
ting. The game focuses on teams from four 
critical years of professional football: 

In 1928, there are no facemasks, and 
leather helmets are all the rage. 

In 1950, the NFL still uses a larger football 
than that of today, but the ball is now moved in 
from the sidelines to the interior hash marks. 

In 1968, both the AFL and NFL have 
opened up the passing game, although 
"bump-and-run” coverage is still allowed. 

In 1997, 2-point conversions and kickoffs 
from the 30-yard line change the game 
even more. 

NFL Legends ’98 may be a fantasy, but it's 
rooted in solid research, which makes it feel 
far more realistic than other action-oriented 
games such as Hardball or NBA Live. 

Football, you see, is 
won and lost in the 
trenches, and 
Legends has the 
best dynamics of 
offensive-versus- 
defensive line play 
yet seen on the 
computer. A 300- 
pound guard like 
the Cowboys’ Larry 
Alien will blow 
smaller pliers from 
the 1930s off the 
bail in the first quar- 
ter, just as you’d 
expect. But since 
the players from yes- 





teryear were accustomed to playing nearly 
every snap on both offense and defense, their 
adjusted fatigue levels allow them to run cir- 
cles around modern athletes as the game 
clock winds down. 

The potential player matchups are mind- 
boggling. Who can resist sending Bronko 
Nagurski into the heart of the 1997 Pittsburgh 
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HFL LECEHDS ^98 


Famous Teams Featuped in 
NFL Legbvds '88 


1968 Green Bay Packers 

Mere months 
removed from their 
second consecutive 
Super Bow! win, the 
mighty Packers are a 
team at a crossroads. The nucleus of the 
team, including Hall-of-Famers Bart Starr, 
Carroll Dale, and Paul Homung, is past 
its prime. Can you find the right mix of 
veterans and rookies to do what even 
coach Vince Lombardi couldn’t— win a 
third consecutive Super Bowl? 

1968 Miami Dolphins 
This young, talented group would 
become the only 
undefeated team in 
NFL history in 1972. 

The quintessential 
ball-contro! team, ted 
by Bob Griese’s passing and the run- 
ning of Mercury Morris and Larry 
Csonka, the Dolphins scored the most 
and gave up the fewest points in the 
league two years running. Think you 
can beat Don Shula's timetable for an 
AFC dynasty by four years? Better work 
on that No-name Defense, 

1950 Los Angeles Rams 
Formerly the Cleveland Rams (what is 
it with teams leaving that locality?), this 
team found tremen- 
dous success on the 
West Coast, with 
attendance figures of 
more than 80,000 
per game, Here you have not one. but 
two Ha!l-of-f^me quarterbacks, Bob 
Waterfield and Norm van Brocklin, 
throwing to Crazy Legs Hirsch and Tom 
Fears. This is one of the great aerial 
attacks in football history. 

1968 Kansas City Chiefs 
After having the 
best record in the AFL 
during the regular sea- 
son, the Chiefs lost in 
the ’68 playoffe, only 
to win the Super Bowl 
From QB Len Dawson and linebacker 






Steelers’ defense? Can Troy Aikman's confi- 
dence hold up after being intercepted by Dick 
“Night Train" Lane? Will Barry Sanders frustrate 
defenders from the fifties just as he does those 
of the modern era? How well will Bob Griese’s 
famed "computer brain" be able to decipher 
modern defenses with their cornucopia of zone 
blitzes? Just imagine the numbers that Otto 
Graham could put up passing from the Run- 
and-Shoot offense,... 

When you match up teams from different 
eras, a key consideration is deciding in which 
era to play. A pampered quarterback from the 
’90s, for example, won’t do you much good on 
a ’30s roster, since you are allowed only 20 
players on your entire team and playing both 
sides of the ball is mandatory. Still, certain 
modern players, such as the Bills’ lightning- 
quick defensive end Bruce Smith, are so talent- 
ed that they would likely thrive even in the days 
of Knute Rockne. Whomever you decide to 
coach, the main limit is your imagination; it’s 
as if you have the entire Pro Football Hall of 
Fame on your desktop. 

BLITZ WITH A BUHON 

The interface is tailor-made for a gamepad. If 
you are using a Gravis pad, your receivers are 
color-coded according to whether they are the 
primary, secondary, or tertiary receiver in the 
pass pattern-an elegant way to simulate the 
quarterback "checking off" each receiver. 
Accolade plans to support Direct Input and 
daisy-chaining for Microsoft gamepads as well. 

Calling audibles at the line of scrimmage is 
similarly easy, as you can designate up to four 
different offensive and defensive plays. While 


this system lacks the infinite versatility of ABC 
MotJDAY Night Football, it works well in practice: 
How many different audibles are you going to 
call from a given formation, anyway? 

Finally, taking a cue from Sierra’s venerable 
Front Page Sports line, NFL Legends '98 sup- 
ports multiple camera angles. You can spin or 
rotate the camera, adjust the zoom levels and 
even the tilt-all with a handful of hot keys. 

THAT CHAMPIONSHIP SEASON 

Right now, the season-long simulation aspects 
of Legends are at least equal to its competitors. 

The preseason draft, for example, is tailored to the 
era in which you are playing. In a big departure 
from earlier football games, you can trade players 
for future draft picks, which makes multiseason 
leagues really competitive. Because the statistical 
base is really integrated into the game design, 
season-ending stats have the right feel; In 
Legends, you don’t have superhuman scoring, as 
opposed to say, NBA Live, where even poor teams 
routinely score 120 points in a regulation game. 

It’s hard to imagine who wouldn’t enjoy NFL 
Legends ’98. Both console and PC gamers alike 
will enjoy the blend of fast action and gritty grid- 
iron feel. Those who wish to play Legends just for 
its realistic aspects will appreciate the coach-only 
mode, already a cut above recent editions of FPS: 
Football. In addition to robust solo play, you can 
suit up your players for gridiron wars against 
another human coach via modem, serial connec- 
tion, LAN. or TCP/IP, Fresh and fulfilling. Legends 
is one of those rare game designs that tran- 
scends its genre. This promises to be not just 
one of the best sports games of the year, but one 
of the best games of the year overall. % 


Willie Lanier to long-range kicker Jan Stenrud, 
this was not just the best of the old AFL 
teams, but one of the best ever in pro football. 

1932 Chicago Bears 

This team is to pro football what Babe 
Ruth’s Yankees were to baseball, with almost 
too many stars to count: Red Grange, Bronko 
Nagurski, Beattie Feathers (the 
first documented 1,000-yard 
rusher)— the list goes on and 
on. What’s really scary is that 
these guys performed at such a 
superlabve level while playing both offense and 


defense. Can you imagine Dan Marino or 
Emmitt Smith doing that tod^? 

1950 New York Giants 

For the entire decade of the fifties. New 
York had only one losing season and played 
in three championship games. One of the all- 
time great running teams, lead by all-purpose 
back Frank Gifford, the Giants match up bet- 
ter versus modem teams 
than you might think. And 
their uniforms haven’t 
changed much in a half- 
century, either. 
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The Fifth Game in the Wing 
Commander Series Warps 
Back to Its Action Roots 



W ING Commander is 
the most successful 
space Sim series- 
both commercially 
and critically-yet 
created for the PC. 
Each Wing 

Commander game in turn has pushed the available 
technology to the point that It nearly snapped, and 
later games In the series form the only “Interactive 
movies" worthy of the name. At least through Wing 
Commander III, the increasingly multimillion-dollar bud- 
gets translated directly into enhanced gameplay. And 
with the advent of DVD, even Wing Commander IV 
(sometimes called Wing Commander 3 1/2 by gamers 
disappointed at its use of the same game engine as 
WC III) has received a new lease on life (see the side- 
bar on DVD). 

Now comes the turning point. Series founder 
Chris Roberts has gone to form his own company. 
Digital Anvil. And while Roberts' excesses (especial- 
ly monetary ones) were often pointed out by his 
detractors, it’s a fair question to ask whether Wing 






Commander will be the same without him. Like 
most questions in the reai worid, the answer is 
both yes and no. Wing Commander: Prophecy is 
not merely the fifth in the long-running series. It 
is a game that turns the Wing Commander uni- 
verse on its Arcturian ear, and in the process, 
completely reinvents the space simulator genre. 

Big Bang Redux 

Lead designer Billy Cain, like the rest of the 
Prophecy team, was respectful of Chris Roberts’ 
accomplishments, but felt it was time for a fresh 
start. "My background is in action games," Cain 
says. "I cut my teeth on consoles. Wing 
Commander \was the first game that I really 
thought just rocked on the computer. When I look 
back at Wing Commander II, for instance, there 
was this really cool plotline-a cinematic feel even 
with the limited technology they had back then- 
but all the missions were great in and of them- 
selves. What we wanted to do was to take the 
ideals of Wing Commander I and II and combine 
that with the cinematics and technology from 
Wing III and IV." 


NOT JUST SPACE DUST Asteroids are back with a vengeance in Prophecy- 
and they look even more threatening when viewed with 3D accelerator cards. 


So. the design team 
took "Gameplay is number 
one "as their mantra and 
designed all of the space- 
flight missions first. They 
then sat down with the 
director and producer to 
hammer out a script to be 
filmed that would reflect the 
gameplay-almost the 
exact opposite of how Wing 
IV was designed. And, 
mindful that they have left 
some gamers behind the 
technology curve in earlier 
Wing Commanders, 

Prophecy's design team is trying hard to offer a 
rich gaming experience on several levels. 3D accel- 
erators are supported through Microsoft’s Direct3D 
API and also have native support for 3DfX (and 
possibly other cards as well). Those without a 3D 
card will find that Origin’s software engine provides 
a surprisingly high frame rate, even with more than 
65,000 colors and a more than adequate range of 


shading and textures. Of course, if you have the lat- 
est Pentium 233, Prophecy has plenty of bells and 
whistles to give you maximum bang for the buck: 
rotating pods on larger ships, tiny particles in 
explosions, even vapor trails that stop just short of 
being over-the-top. It’s tough to be all things to all 
gamers, but Prophecy looks to bridge the hardware 
gap better than most. 




“By losing the multiple-choice responses 
and going to a specific cinematic where 
what you see is based on how well you 
perform in the game, we've achieved a 
certain clarity.” 

— Adam Foshko, Movie Director 


INSIDE THE INNER SANauM Director Atlam Foshko (left) am) Leah 
Designer Billy Cain work in the PROPHEor War Room. 




MORE LIGHTS, MORE SOUND, MORE ACTION Even in this 
early state, PnoPHEcy' shows a lot of improvements over 
Wing IV. Check out the pivoting engines on the 
Confederation Vampire (top), the opening octopus arms on 
the secret Alien vessel (center), and the clean “no cockpit" 
HUD and muiticolored explosion (bottom). And with the 
Dolby Pro Logic Surround sound, in space they can hear 
you scream-from any angle. 


Villains, Knock Off All That Evil! 

WiHG Commander IV suffered from, among other things, a lack of good vil- 
lains. Thus, the time would seem ripe for a comeback by those bad kitties we 


all love to hate, the Kilrathi. And indeed, it appears that they are poised to 
return with a vengeance. The Confederation has issued warnings of a fully 
decked-out Kilrathi battle armada, ready to sail. But on your arrival you discov- 
er that the Kilrathi were brutally declawed; the fleet has been destroyed, and all 
you lind are lifeless hulks drifting in space. 

Obviously, whatever took out a fully primed Kilrathi invasion fleet-leav- 
ing no casualties ol its own~is something that seriously compromises 
Confederation security. The game thus begins to unfold in the manner of a 
taut mystery, as you gather intelligence about your alien toe. What you find 
(without giving away too many secrets) is a race so terrible that it makes 
the Kilrathi look like household pets. 

The design team went to a lot of trouble making the aliens look totally dif- 
ferent from any race yet portrayed in the Wing 
Commander universe, even eliciting the aid of Syd 
Mead (of Blade Runner fame) as a consultant. The 
end result is a rich, organic look for the alien ships- 
sort ot a Babylon 5-meets-SPACE Marines motif. 

The design involves more lhan eye candy, however. 
Owing to their organic design, the alien vessels have 
special capabilities. Imagine the surprise of a 
Confederation pilot when the three small alien vessels 
approaching his squadron suddenly combine into 
one craft-especially when the newly formed vessel 
has more firepower than its three constituent parts! 

If that isn’t enough, try piloting over one of the 
alien capital ships. These behemoths require that you 
take out a ship’s systems one at a time-no more 
launching a single point-blank torpedo and flying back lor 
the medal ceremony. As a result, you might be required to 
fly multiple missions to take out one capital ship. The 
sheer volume ot these vessels— some over ihree kilome- 
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ters long-has to be seen to be 
believed. It takes a long time just to fly 
past one of these monsters, In com- 
parison, the Star Wars Death Star 
would look like a PT boat in the wake 
of a battleship. 

The Minimalist 
Approach 

Certain Wing Commander tactics 
have been changed for Prophecy. 

You won’t have to jump back to the 
rear and side turrets on your torpedo 
bomber, because the Al lakes care of 
all that now. A lot of your choice as 
to which fighter to fly has been taken 
away. This is a step backward, but 
according to Billy Cain, it’s a step 
back to better gameplay: "It’s the 
Wing I paradigm, if we know what 
ship you (and your wingman) are in, 
we can design the mission to take 
advantage of that. Our goal is to 
make every mission unique, as alive 
and vibrant as we can." 

Likewise, your ability to choose your 
wingmen has been curtailed, If you 
chose to always fly with Maniac, for 
example, and you had a pivotal scene 
with another character, you wouldn’t 
have any investment in that character 
(simply because you would never have 
gotten around to flying with him). The 
result would be a flat scene, some- 
thing the Prophecy team is determined 
to avoid. They have a point: If you 
think back, the defining moments of 
the Wing Commanders have generally 
occurred when losing a companion, 
such as when Spirit sacrificed herself 
in Wing II. It's also justifiable from a 
gameplay standpoint; since you no 
longer portray Colonel Blair, you 
wouldn’t have the authority to make 
personnel decisions. 

So, in this new chapter of Wing 
Commander, you become Casey, the 
latest hotshot Confed pilot; it’s 
almost like starting back at Wing I. 
Any lingering feeling of deja vu is 
limited, however, by the fact that 










“The most fun I've had with Wing Commander 
was bringing my CG\N acting award [for Wing 
III] to rehearsal for Wing IV. At first, Mark 
Hamill thought I made it up — then he asked 
why he didn't win one.” 

— Tom “Maniac” Wilson 




OOZING ALIEN HORDES Three alien ships move to 
combine into a larger vessel for attack (top left). Above, 
a damaged alien seems to almost bleed blue into a 
nearby planet’s atmosphere. From the asymmetric 
spines of the Porcupine to the sleek and deadly 
Manta (left), each alien ship displays a unique and 
eerie organic quality. 


Colonel Blair (once again played by Mark Hamill) is still around. If you can 
get over the fact that in a previous existence, you were Col. Blair, you’ll have 
fun being virtually young again-although you do have to show the proper 
hero worship to Blair. 

Some of the rest of the old gang are still around as well, most notably Tom 
Wilson, who never gets enough lines as Maniac. (While Origin/EA has no offi- 
cial comment, it’s obvious that everyone concerned would love to do the long- 


rumored "Maniac Missions" for Wing Commander. It’s mainly a matter of lime 
and money.) Ginger Lynn Allen reprises her role as Rachael, after a hiatus dur- 
ing Wing IV. In a nice touch, she gets to actually acl this time, instead of just 
raising the blood pressure ot every male pilot on the carrier. 

I’ll let you decide whether Prophecy is more or less dramatically effective 
than its predecessors. But I will say that I was particularly impressed with 
the performances director Adam Foshko elicited from his actors, especially 
since most of them had never even played a computer game before. We’ll 
see how well those performances translate into the final product. 


The Best Elements of Each 

The missions themselves are a cornucopia of classic Wing Commander 
themes, except that there will be special multiplayer missions for Internet play. 
The ever-present branching tree is more dynamic than before. Missions now 
have degrees of success or failure, which give more variety for both the in- 
flight and movie sequences. In addition to the torpedo runs on larger craft, 
you have both small and medium dogfights, which may occur anywhere; The 
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designers of Prophecy are big fans of Wing II, in 
whicti you oflen bad to scramble to protect the 
carrier trom surprise attacks, so expect to see 
those kinds of elements in Prophecy as well. Then 
there are escort missions, which are designed to 
be difficult, as in the Secret Missions disks, plus a 
few covert operations that we can't tell you about 
just yet. Rnally, it is possible that asteroids-a sta- 
ple of Wing I and 11-will make it back into the line- 
up for Prophecy. 

What you won'/ find during the missions are 
the same old audio and video cues, such as 
Maniac's annoyingly repetitive dialogue every 
time you told him to attack in Wing IV. The new 
engine allows for Dolby Pro Logic sound, 
which, if you have the right audio equipment, 
provides dynamic sounds for every object in 
the environment. Thus, if you are in a battle 
and an enemy vessel is slightly to the left and 
behind you, that's where you'll hear it. The 
constant buzz of radio chatter, zooming ships, 
and explosions adds tremendously to your per- 
ception of the battlefield. 

Another big change is in the cinematic 
sequences. Generally, these happen between 
missions, but without the interactive “multiple 
choice" responses of Wing III or IV. What now 
happens is very much as in Wing II, where the 
movie clip you see is dependent on what you do 
in the flight combat sequences. Director Adam 
Foshko feels that this approach gives the linear 
portions of the game more punch, since you 
aren't playing "20 questions" in every scene. 

In the end, what’s most impressive about 
Prophew is not just the technology, even though 
the 3D engine beats anything on the market 
(even without an accelerator card). Neither is it 
that the movies are more tightly focused, or that 
the missions are better designed. It's that the 
team took chances rather than repeat a best- 
selling formula. They completely dissected what 
has made Wing Commander the best gaming 
series to date, kept the best parts, and discarded 
the rest. The fact that Prophecy will cost much 
less than Wing IV will doubtless make EA very 
happy. The fact that this could be the best Wing 
Commander ever in terms of gameplay will 
doubtless make a lot of gamers very happy as 
well. As for myself, I can't wail to make multiple 
torpedo runs on one of those mile-long alien 
capital ships. % 


Wing Comiviander Goes DVD 


F or a Hollywood type, Wing The conversi 

Commander Prophecy’s producer, ous, according 
Mark Day, is an odd sort, and not with the highes 
merely because of his Three game ever proc 
/Wus/refeers-vintage beard. You see. Day has DVD version wt 
a deep, dark secret: He is also (hold on to speni 

your joystick) a serious gamer. Born of 
two worlds, yet belonging entirely 
to neither, Day spends his time ^ ^ 

in Mr Spock-like fashion, / 
striving to create the killer / IlMS 

app that will forever bridge //i\ /r* 

the gap between FMV and IJ \ 

traditional games. Small M . ‘ ' 

wonder, then, that he has |j|L . ■/ 

found a home at Origin, - 

where he is currently finish- 
ing the DVD version of Wing 
Commander IV: The Price of 
Freedom. This DVD epic will fea- 
lure the same gameplay as the origi- 

nal, but the movies will lose „ 

, mark day, Prophecy 

their compression artifacts, producer (left) with tom 

finally becoming truly cinemat- wilson (maniac) 
ic in scope. 

In addition to rhapsodizing about the DVD this gives you ; 

version of Wing Commander IV, Day had plenty hand, you are ' 

to say on the subject of FMV games In gener- cation before l< 

al. “To me, an FMV game is any that benefits Wing Command 

from video, whether it’s a postage stamp slated for DVD, 

movie (as in Civilization 11) or a full-screen p r — 

treatment. For example, you can click right 
past the video sequences in Command & ; 

Conquer, but why? They really enhance the ■■ X- 
experience. I can hardly wait for the day when -r -iJ 
3D-shooters like Quake incorporate video in a ' ’ \ 

similar fashion to draw you even further into ' 
the experience." 1:: 

Day describes DVD as “a r ■ -ly 

technology in search of a 

home, much like CD-ROM 

when it first appeared. At first 

CDs were seen as a way to 

avoid putting your game on 12 

lloppies; now, of course, they’re ' Ar . • 

much more. I expect the same 

for DVD, once designers learn I — 

how to best make use of the All the money spent on Wing IV 
new technology." DVD version. 


The conversion of Wing IV to DVD was obvi- 
ous, according to Day. “You had something 
with the highest production qualities of any 
game ever produced. What you see with the 
DVD version was that all the lime and money 
spent shooting Wing Commmder IV 

S I film was well spent. 

i’s a huge difference 
tween the MPEG-2 
capability of DVD 
versus the com- 
pression routines 
used for earlier 
versions." 

Wing Com- 
mander IV will be 
aggressively bun- 
dled with DVD units, 
aking it a great 
< at what my hot-rod 
3r can do" conver- 
sation piece. If you 

OPHECY 

EFT) WITH TOM ^^ven t yet played Wing 
iiAC) IV, and you're tempted to 

get a DVD player anyway, 
this gives you a good excuse. If, on the other 
hand, you are waiting for that one killer appli-' 
cation before taking (he plunge, don't worry— 
Wing Commander: Prophecy has already been 
slated for DVD. 


“tr- 



All the money spent on Wing IV is a little more justified in the 
DVD version. 
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iilkts rUldle your plane, shallering wood and shredding canvas. The sky screams 
with red tracers, smoke and explosions. And as the Red Baron him.selj blasts out 
of the sun's glare... as your palms start to sweat and your pulse races... as you 
hear the ominous groan of stressed wings the instant before they shatter... you 
realize that this is much more than just a game. This is a taste of history. And your next move 
will determine whether you become a legend... or another kill in the Baron’s hook. 



Eight years ago we set the standard lor flight simulation with a product so timeless and 
revolutionary that it has remained unchallenged... until now. 


The Baron is Back. 


Visit our website and download the original Red Baron™ for free! www.sierra.com/RB2 

Ji SIERRA ' 

^ LJynamix 


©1997 Sierra On-Liiie. Bellevue. WA 98007. & anil/or ileslonale trailemarks el. or llcetiseil lo Sierra On-Line. Inc. 
All rlQlits reserved. Windows 95 is a registered Irndematk of Microsoil Corporation. OOG713O0O 
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if« The Dyiiamix Mission liuildci ''' aliou', pl.i 
to completely customize llieir mission-- 

ijti Dynaniix's rcvolulioniir)' new At I \i 
system recreates the skills, laclu s ,i,hi 
personalities of historical ami non In i - 
pilots with unbelievable realism. 


ver three years in the making, Red 
uJ J Enroll II is an epic achievement. 

/ Front gamer directed features to 
state-oj-lhe art tcchnolog)', it is the ultimate 
recreation of the men, machines and 
experience that marked the birth of aerial 
combat. 


Dynami.x's revolutionary new 3Spacc l.O"' 
engine takes a giant leap ahead of the 
competition with unmatched realism in 
terrain modelling. 

User-definable dilficulty levels for players of 
all skill levels. 

Multiplayer dogfigbting action featuring 
internet, network and head-to-head modem 


Fly single missions for c|uick action or select 
Campaign play for a full lour of duly. 

Over 40 imi(|ue aircrall with 22 flyabic planes. 


■ja The Plane Paintshop'" allows playco. i 
customize the colors, insignias anti lo, i 
planes, using either provided iialli i n- 
importing artwork of their mvii honi . 
standard paint program. 








T imes have 
been tou^h 
lately for 
computer 
role-playing ^ames. 
Once the proudest of 
warriors in all of com- 
puter gaming, RPGs 
came sputtering into 
the mid-'90s like a 
^roup of ^aspin^ 
wheezing old men- — ■ 
riddled with dated 
engines, hackneyed 
stories, and flaccid 
^ameplay. While we 
watched the rest of 
the industry flourish, 
magazines such as this 
one and gamers 
everywhere be^an to 
openly wonder: Is the 
RPG ^enre finally on 
its last le^s? 



T he answer, we're now happy to report, is a resounding 
no-not by a iongshot! You see, a funny thing happened 
on the way to the old-age home: The RPG managed, 
somehow, to inject itselt with a fresh dose of health and 
mana, and it’s beginning to radiate with life again. Now, 
as we approach the end of 1997, roie-piaying games are 
poised to make a triumphant return to the center of gaming. 

What accounts for this great reversal of fortune? We credit three things. 

First, the genre is finaily catching up with gaming's technological 
advances of the past few years. RPGs have notoriously long development 
times, and only now are we beginning to see RPGs featuring things like fast 
3D engines, high-resolution color, multiplay, and stereophonic sound. 

Second, now that gamers have feasted upon such graphically stunning 
games as Quake, they’re hungering for something a little mealier. You see it 
happening in the action genre itselt, where a number ot upcoming titles are 
heeling themselves up with RPG-style characters and story elements. Instead 
of being a pariah, the RPG has suddenly become something to emulate. 

Third, there’s the litlle matter of a game called Diablo. Yes, Blizzard’s 
megabit boiled the RPG down to its most basic element-dungeon hack-and- 
slashing-bui it did it with such style and addictive gameplay that its value 
as entertainment was impossible to ignore. (Even the grande dame of role- 
playing herself, our own Scorpia, recently admitted to the editors how much 
fun she had with Diablo.) 

We can argue endlessly-as the Usenet threads will verify-over whether 
Diablo was a “real” RPG, but why bother? Just be glad that it made RPGs 
cool again tor gamers. Thanks to this one game, you suddenly have 
thousands ol new gamers who are familiar with concepts such as armor 
and weapon class, and experience points-and who are now ready for 
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On Your PC! 

something deeper. Be glad, loo, that the game inspired a 
number ol RPG designers to angrily declare, “That's not an 
RPG. I'll show you a real RPG!" Good. Thank you. We've been 
waiting. Diablo proved to be the kick in the pants that the genre 
desperately needed. 

Freasure CFest 

The payoff for RPG fans is a bounty of new games-the richest in 
years. Over the next 20 pages, we'll tocus on the highlights of what 
to expect in the coming year. Along with previews of major releases 
from the Grand Triumverale of RPGs-Ultima, Wizardry, and Might 
AND MAGic-we also look at a number of long-delayed projects, as 
well as at the tirst PC version ot the extraordinary Final Fantasy con- , 
sole series tram Japan. We'll point you in the direction ot some of 
the more high-prolile online multiplayer games, and tocus on two of 
the more promising shareware RPGs. 

But enough talk. Let's adjust our armor, light our torches, and 
head forth upon our quest. It's time to get medieval! 


i Legend 
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I Mi^ht and Ma^ic VI: 

The Mandate of Heaven 

^ New World Computing’s Fabled Franchise Returns for More RPG Magic' 


F our long years have passed 
since Darkside of Xeen, New 
World Computing's previous 
entry in its landmark Might and 
Magic role-playing series, and 
for those of us who love the 
series, it has seemed like an 
eternity. For New World Computing, though, 
those years were anything but quiet, as the 
company shifted its focus to create two of the 
greatest strategy games of the past decade- 
Heroes of Might and Magic I and II. And given 
the phenomenal success of those games, it's 
hard to argue with the company’s plan, 

Now series creator and New World presi- 
dent Jon Van Caneghem is turning his atten- 
tion back to role-playing with a new game 
due this November-MiGHT and Magic VI: The 
Mandate of Heaven, Those familiar with the 
previous games, however, should not expect 
more of the same. Van Caneghem and his 
team are pushing the series forward techno- 
logically to create a Might and Magic unlike 
anything you've seen yet. 







Paging Roland 

Might and Magic VI: The Mandate of Heaven 
takes place in the same universe as the previous 
games, but instead of placing us back into the 
long-running storyline of the struggle between 
Shelthem and Corak, this game moves to anoth- 
er world seeded by the Ancients long ago. This 
new world happens to be Enroth, the setting- 
hardly a coincidence-of the two Heroes of 
Might and Magic strategy games. 

As M&M VI opens, you discover that King 
Roland has mysteriously disappeared, and 
Enroth has been plunged into chaos. Floods, 
earthquakes, and an invasion of hellish flying 
demons are destroying the land, and the people 
are beginning to wonder if the trouble is a sign 
that the Ironfist Dynasty has lost the Mandate of 
Heaven, the divine right to rule. Your main quest 
is to discover what lies behind the chaos in 
Enroth and to try to return the land to order. 


Face Lifb 
New World has completely 
revamped the character cre- 
ation and spell systems for 
vl&M Vi. Instead of randomly 
oiling stats, as in the previous 
James, you can customize your 
characters with the new allocat- 
ed point system. You'll be able to choose the 
class and initial secondary skills of each mem- 
ber of your party (composed of four characters, 
down from the previous games’ six) and then 
increase the stats lor each character from a 
pool of points. As Van Caneghem puts it. “You 
can make [for example] a really strong but real- 
ly dumb fighter, if you like, or create a very well 
balanced thief," 

For the new spell system. New World has 
eliminated the need to collect gems for spell- 
casting, and has gone instead with a straight 
spell-point system. The new spell system com- 
prises nine categories of magic, ranging from 
elemental to spiritual magic. Different character 
classes will be able to use different kinds of 
magic. Spells will overlap somewhat, so that if a 
quest requires a specific spell, gamers will have 
access to it no matter what character types 
make up their p^y. 


Along the way, you'll par- 
ticipate in dozens of nontin- , 
ear sidequests and iearn 
more about the Ancients’ 
struggle— the uberstory 
behind the whole Might and 
Magic series. What's more. 
New World tells us you’ll be 
preparing yourself for 
Heroes of Might and Magic 
III, which the company says 
will weave into the M&M VI 
storyline. (Heroes III is as yet 
unannounced— so calm 
down for now.) 
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Graphically, M&M VI represents a quantum 
leap over the previous games, with a brand- 
new 3D engine that will provide smooth- 
scrolling (as opposed to tile-based scrolling), 
360-degree movement throughout the 
fantasy world. The world itself is a vivid 
hi-res, 3D environment (though New World 
promises that a 3D accelerator won’t be 
needed to play the game). 


The biggest news, lor some fans, will be the | 
addition of real-time combat-which will coexist | 
with the game's traditional turn-based mode!. 

Why did New World go this way? According to 
Van Caneghem, it’s because of the new 
engine's capability for smooth-scrolling move- 
ment. "It didn't make sense to force turn-based 
movement, hence turn-based combat, on the 
player," he says, “We're giving gamers the 
option to play in either mode, whichever best 
suits their style of play." 

In keeping with the real-time model, New 
World stresses that M&M VI will be a living, 
changing world as you play. Events won’t always 
be triggered by your actions, and the game’s 
dozens of NPCs will often follow their own agen- 
das through the world. In addition, locations will 
not remain static as you continue to play. For 
example, if you hack and slash a group of mon- 
sters in a forest and then move on, you might 
come back later to find it reinhabited by another 
group of monsters. 

Red Eye 

Fans of New World's Might and Magic 
games (both the strategy and RP6 titles) know 
that the company always manages to infuse 
the series with that mysterious X factor-that 
addictive ingredient that makes you play the 
game night after night until your eyes hurt. 
Based on what we’ve seen so far of Might and 
Magic VI, you may want to start catching up 
on your sleep now. They just may have done 
it again. —Jed Green 


Joii Van Caneghem: The Hero of MlC-U IT AND MAGIC 


I on Van Caneghem has headed the Mm /m Magic 
I Iranchise ever since Mm AND Magic I in 1986 (his 
I fifsl computer game), which he designed and pro- 
J grammed aimosl entirely by himseii. Van Caneghem 
was gracious enough to take a break from the hectic 
schedule oi the new game to answer a few questions 
CGW: As someone who has been developing comput- 
er RPGs lor more than a decade, you 've seen the 
genre's popularity ebb and How. For the past lew years, 
everybody has been saying that the genre was near- 
dead, but new II seems to be on the rise again. Any 
theories as to why it's making a comeback? 

Van Canesfiem; Rumors of Ilie death of CHPGs have 
been greatly exaggerated! The product development 


cycles of CRPGs are typically much longer than that ol 
the standard run-’n'-gun games that have been so popu- 
lar in recent years. With the hardware advancing at such 
a staggering rate, it just didn't make sense-linancially- 
for most companies to invest resources into the genre 
However, the gaming audience is looking for products 
with more "meal" in them now, a hunger that 3D shoot- 
ers and pseudo-RPGs can’t satisfy. 

CGW: Have you played any ol the newer RPGs, like 
Dmn and DAGGEmL? II so. what do you think ol them? 
Van Caneghem; l^s, I have. Both give a pretty good 
gaming experience for what they are. However, Diablo is 
an action game disguised as an RPG, and DACGErmu is 
a tine RPG saddled wilh 1994 technology. 


CGW; What other games are you into these days? 

Van Caneghem; Lately I've been fiddling with 
Dungeon Keeper and Beirayal in Antara, but my time is 
really dedicated to Might ano Magic VI development. 
CGW; In the beginning, you did all the work yourself. 
How much ol Might and Magic VI are you directly 
involved in? 

Van Caneghem; I'm still involved in virtually all 
aspects of game development. There's everything from 
designing the interlace, maps, and quests to oversee- 
ing and directing the artwork, storyline, and overall 
look and (eel of the game. The buck stops here, 

CGW: Do you still enjoy gelling your hands dirty with 
development, design, and coding? 

Van Caneghem: Yes! That’s where the fun of 
this iob Is. 
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Dominate the 3D universe with Voodoo acceleration. 3Dfx Interactive Combining exceptional software development with 
delivers the fastest-amazingly fluid 3D ever. The eye-searing graphics and awesome Voodoo acceleration for an unmatchable, 
killer special effects in your game arsenal will now run at blazing speed, jaw-dropping experience: 


“Reigning Champion" - 6oof/July 1997 

Voodoo Boards - Canopus Pure 3D, Diamond Monster 3D, Guillemot Gamer 3D, 
Hercules Stingray 128/3D, Intergraph Intense 3D Voodoo, Jazz Multimedia Adrenaline 
Rush 3D, Orchid Righteous 3D, RealVision Flash 3D, Techworks Power3D and more. 

Hardware Achievement of the Year - Computer Gaming World 
1997 Premier Awards “For overall no-holds-barred blistering 3D 
performance...- Diamond's Monster 3D and Orchid’s Righteous 3D.” 


Electronic Arts, Activision, Sierra On Line, Interplay Productions, 
GT Interactive, Eidos interactive, Psygnosis, Acclaim Entertainment 
Lucas Arts, Microsoft Games, Virgin Interactive Entertainment, 
Microprose, Sega Entertainment, SegaSoft, Interactive Magic, 
Westwood Studios, Playmates Interactive Entertainment, Hasbro 
Interactive, MGM Interactive, Midway Games, Atari Games, UbiSofI 
Gremlin Interactive, Bethesda Softworks, Criterion Studios, Mindscap 
Accolade, Crystal Dynamics, Fox Interactive, Red Storm and more. 


Look for the 3Dfx Interactive logo and see for yourself. 


Copyright © 1997 30fx Interactive, Inc. The 3Dfx Interactive logo and Voodoo Graphics are trademarks ol 3Dfx Interactive. Inc. Images courtesy of Eidos, Activision, and id softv/are. Lucas Arts, Interplay Productions. Epic 
sorlware. Starlleet Academy images are trademarks ol Interplay Productions © 1 997 Interplay Productions. MotoRacer and Longbow 2 Images are trademarks of Electronic Arts © 1 997 Electronic Arts. G-Police images are 
Interaclive. Turok images are trademarks ol Acolaim Enlertainmenl © 1997 Acclaim Enlertainmenl. Heavy Gear'“ © 1997 Dream Pod 9, Inc. and Target Games. AB. Based on the Heavy Gear™ Universe created and owned by 




MegaGames, Psygnosis, Electronic Arts, Fox Interactive, and Acclaim Entertainment, Tomb Raider, lara Crott and her likeness are trademarks ol© t997 Erdos, Quake 2 images are trademarks olid software ©1997 id 
trademarks ol Psygnosis © 1997 Psygnosis, Jedi Knight: Dark Forces images are trademarks ol Lucas Arts Entertainment © 1997 Lucas Arts Entertainment. Croc images are trademarks ol Fox Interactive © 1997 Fox 
Dream Pod 9, Inc. Activision is a registered trademark of Activision Inc, ©t 997 Activision. All rights reserved. All other trademarks and trade names are the properties ol their respective owners, www.3dlx.com 
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Consequence of RanI( ^ As you pro(|Rf.ss (row iIie RANk of CaeIei ro 
CaptaIn, you'd qo fROM lAkiNq oudERS to qtviNC, tIiem. Td^powER & iRe 
RE spoNsibiliiy of coMMANdiNq an eniIre \ku of sliips will 'B e youRS. 


Consequence of AcrioN ' h's not jusi if you wiN or Iose, or even 
flow you phy tIte qAME, EvEuyifiiNq you do (lEicRMiNES Itow iIie qAWE is 
EVEN pUycd AT aH. 


RoskAivibo ComBat STRATEqy SpAcr comImi wiih a iwisi. Your 
ship is A ROck. AnotIter is paper. AnoiIier is scissoRS. You can'i Beat 
ihEiVi aH & tBev can't a11 bfAi you. PIan youit ATTAcks AccoRdiNqfy. 


A ThickENiNq Ploi AViih an uNpARAflElhd dEpili of phy, set AqAiNsi oii'oB 
ihiS'WORfd SCI qRApliics, fiquRT out a coNSiANily cliANqi\q sroRy as \ou maneU' 

VER & MASTER foUR filjllTERS, wllill' dlAliNq Willl lIlREE diffliRENI aIIeN RACES, 


Qncord 
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Return to Krondor 

Raymond Feist Makes a Triumphant Return in the Long-Awaited sequeh 


n 1993, Sierra On-Line released Betrayal 
AT Krondor, the first RPG based on 
Raymond E. Feist’s Riftwar saga, it subse- 
quently went on to win both CGtVs 
Premier Award for CRP6 of the Year and 
a place in the Mali of Fame, mainly due to 
the fact that Feist actually helped in the 
writing and design of the game. 

Subsequently, though, there was a fallout 
between Feist and Sierra On-line, and Feist 
moved his services over to 7th Level, while 
Sierra continued work with their own RPG 
based on the Krondor engine, the recently 
released Betrayal in Antara. Now, after a couple 
years of work. Feist and 7th Level are preparing 
to release Return to Krondor, the true sequel to 
Betrayal at Krondor. 

Digit 

Return to Krondor takes place about a year 
after Betrayal at Krondor. Prince Arutha still 
rules over the city of Krondor, Pug is still the 
master Magician at Stardock, and James, 
though now a Seigneur, is still up to his roguish 
activities. This time though, the game doesn't 
start with a mere “escort service’’ plot setup, as 
in Betrayal at Krondor. Instead, we begin with a 
treasure hunt. 


A priceless artifact, the Tear of the Gods, is 
lost at sea. It was being transported by members 
of the Temple of Ishap (the prime god in 
Midkemia) when they were attacked by pirates 
working for a mad sorcerer named Sidi who, for 
reasons unknown, wants the relic. Unfortunately, 
the ship containing the Tear accidentally sunk, 
leaving the Tear at the bottom of the sea. The ini- 
tial, overall quest is to simply find a way to 
er the Tear from the ocean floor. But in the 
process of recovering the Tear, the 


ters are drawn into a massive, three-way conflict 
for the Tear, and end up fighting an evil that may 
even be older than the gods of Midkemia (the 
Valheru perhaps?). 

This time, you’ll be playing five characters, of 
whom only one was from the previous game. Of 
the characters we’ve seen in the books, you’ll be 
portraying James (one of the more popular char- 
acters in Riftwar\ and William, the Knight- 
Marshal of Krondor and son of Pug the 
■■ '■ The three other pt^er characters will 


( 
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|e new ones made for (he game: Jazhara, (he 
^shian sorceress (from an exofic, Middle 
i^ern-slyle empire); Solon, warrior-priest brolh- 
er of the Temple of Ishap; and Kendaric, a reluc- 
ji^tant<Midkemian wizard. 

^^-The game is separated into 10 chapters with 
an overall goal. As in the previous game, each 
Chapter has one main "quest" you must fulfill 
Fin order to move the story along, but you are 
|free to do just about anything you want until 
wou finish that main quest. Within these chap- 
Bers, while different party members come and 
Fgo, none will leave permanently, unlike in 
■ Betrayal at Krondor. 

A Whole New World 

Since Sierra retains the rights to the original 
Betrayal at Krondor engine, 7th Level went 
ahead and created a new one for its game. 
Rather than go with the first-person perspective 
in the first game, they went completely third- 
person. And if their ideas for this engine actual- 
ly come through, it will be immensely belter 
than its predecessor. 

When traveling large distances around the 
game world, the overview map is used, but when 
the player reaches a specific place of interest, it 
; 7 ^.'>switches to the third-person view where you navi- 
gate the area with the cursor. 

Combat is still turn-based, and is seamlessly 
integrated into the game’s action. Instead of 
walking down a street and seeing the words 
"you encounter a gang of thieves," you’ll actual- 
ly see the thieves approach you on the street, 
taunt you, and then draw their weapons as 
combat begins. 


Combat uses the same rules as the original 
Midkemia role-playing pencil-and-paper game 
(on which the books are based). While fight- 
ing, a wide variety of activities are possible. 
Characters can fiddle with their inventory, 
defend one another, cast spells, and even 
interact with the environment. One example 
would be a prison break in which the charac- 
ters can attack the guards, pick the locks, and 
equip themselves from their fallen enemy, all 
during combat. 

Perhaps the coolest feature in Return to 
Krondor is (he use of animated 3D models for 
characters. 7th Level is hard at work creating 
well-animated models (hat will be placed on 
top of beautifully rendered background art. 

The use of these models allows for minute 
details that enhance the overall atmosphere. 
During dialogue, for example, characters will 
scratch their heads in puzzlement, shake 
their fists in anger, or helpfully point you in 
the right direction; while during combat, 
wizards will make the necessary hand motions 
when casting spells. 

Return to Krondor also includes such fea- 
tures as an Alchemy Lab. where you craft your 
own potions, and lock picking, which involves 
solving an actual lock-oriented puzzle (as 
opposed to the simple "use lockpicking skill" 
found in most RPGs), Features like true !ine-of- 
sight, shadows, and lighting round out the game. 

With Raymond Feist adding his writing savvy 
and being even more involved with the design 
than in Betrayal at Krondor, Return to Kronoor 
looks like it could be one of the best RPGs in 
years. -Thierry Nguyen 


Riftwar 

Reading Rainbow 



W hile not absolutely necessary, it 
would be a good idea to read 
Feist’s flto novels before 
playing Return to Krondor. feir-if i -J 

Here’s a Tecap of the important 
details of the saga. Mp^ • 

Magician: The uber-novel of pT I ^ 
(he saga, (his novel was subse- i.- - i 
quently split into two separate 
ones (Apprentice aniMas(&) 
due to its sheer size This intro- mrME 
duced the master magician Pug, kj’ 'J? 
and gave many details on the _4li 
Midkemian universe, such as IheTsurani, the 
\felheru, and magic in general. 

Silverthorn:l\\\$bQokm[m- 
duced the villain 

' r-'^^ Murmandamus, as he sets a 
'ff. I plot to assassinate Prince 
j Arutha. Here. Arutha’s bride-to- 
be, Anita, took an arrow meant for him-an 
arrow tipped with the rare poison 
Silverlhorn. Arutha then sets out to find a 
cure and gain more information about 
Murmandamus. This novel developed the 
character of boy-thief Jimmy the Hand, one 
of the reasons (he book was so popular. 

A Darkness al Sethanon: The final 
chapter in the Riftwar, this 
brings back all of the main 
characters of the Riftwar >• 

together as Murmandamus ] ‘ . 
marches to Sethanon in order 
to kill Prince Arutha and free the ^Iheru 
from (he Lifeslone. 

\ou should also play the first game based 
[■■■' on the series; 

I Betrayal at 

Krondor; In the prequel 
to the new game, the flag 
. of Murmandamus is 

■ ^ 1 raised again, and Gorath, 

a moredhel clan-leader, goes to warn 
Arutha. But, things gel twisted and the true 
enemy is found and thwarted before disturb- 
ing the Lifestone again. 




FIRE ON THE PORT BOW If 7th Level can use their 3D models In both cut-scenes and actual 
gameplay. Return to Krondor will definitely be one of the best looking RPGs. 
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The Qlder Scrolls® LiCgend 
3cries begins... 


\ * y^ rom the epic role-playing world of Daggerfall and Rrena, springs forth a 
I sinister talc of mortal conflict and triumph. The celestial citadel known 
JL as Battlcspirc has been ravaged by a black-hearted Dacdra Lord. If this 
dark Lord and his minions can brush aside an entire defending garrison of the 
^ Empire’s Battlcmagcs, how can you, a solitary J.)cro, stand against them'? 

« •'■X • Create your character with the proven 

^character design system based on the Daggerfall game system. It gives ' 




you unrivaled pow'cr to custom-build the exact type of hero you want. 
• Chat with, conspire and then betray your enemies. Mete out justice 
with sword and fyre. Battle fiends so cunning they smell your blood, 
hear your footsteps, and track you like prey. 



/ 



6xplorc exquisitely detailed ^ interiors 

and exteriors, from ominous dungeons to towering castles, all rendered in 
splendid hi—rcs 6c hi—color. 

Wage war in multi-player mode! Team vs. computer, team vs. team or 
the ultimate Dcathmatch via IPX or Internet. 





.labT® 


1^70 Piccard JDrivc • Rockville. MD 20850 • BBS ^oi.ggo.‘7552 • Fax ^01.^26.8010 • fntcnicc hcrp://\v\v\v.bcchsor 

Mrciia — RiJc Pl.tyiiij* Game of rhe Year: CArnipiitcr Gamin" Y^ oi kl. C,iHil|nirri Player. Gatnr Machine. Games Maj^axine. 

D.aiy;crl'all — Role PlayiMi;Gamc of rhe Year: Computer Gainiii}> World, IX'. Gamer. IX' Games, PC TwI.ay. C'C’JX'. ft[)oilij;lii rtward 
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iFinal Fantasy VI i 


‘RPG Fans Can Prepare for an Invasion From the East 


Tl 


[ he console world's equiva- 
lents of Might and Magic and 
Ultima are the role-playing 
series Dragon Warrior 
(Dragon Quest in the U.S.) 
and Final Fantasy. Both com- 
mand huge followings and 
have spawned television shows and top-selling 
musio CDs in Japan. When a game from either 
series debuts in Japan, it is an event tantamount 
to a big-budget movie’s premiere. For years, PC 
gamers have wondered and (admit it) scoffed at 
the success of these two console RPGs. How 
could a game made lor a medium as limited as 
an 8- or 16-bit cartridge inspire such a follow- 
ing? The answer: It’s the storytelling and the 
characters. But don’t take our word for it. You’ll 
be able to see for yourselves when Final Fantasy 
VII comes to the PC in early 1998. 


Your First Fantasy 
The Final Fantasy series resembles Might and 
Magic in that the characters and, occasionally, 
even the worlds, are different in each game. Only 
the game engine and a few recurring creatures 
and themes remain the same, and thus allow the 
name to carry over. So, you can enjoy FFVII with- 
out having played the earlier Final Fantasy 


games. Of the six previous games in the series, 
only three have made it to the United States; 
FFVII is already out in Japan and should arrive 
here for the PlayStation on September 7 before 
making its way to the PC next year. 

The story deals with a world crushed under the 
iron rule ot a country-corporation called Shinra. 
Shinra controls the world’s resources and is 
responsible for siphoning off Makou, the planet’s 
life energy, making all that lies outside of Shinra’s 
domed city lifeless and barren. The freedom-fight- 
ing group Avalanche wants to halt Shinra’s para- 
sitic reign. To that end, Avalanche wages a guerril- 
la war against the establishment, and the charac- 
ters you play get involved with both groups, creat- 
ing a plot of betrayal and intrigue. 

The three main characters are Cloud Strife, a 
defector from the Shinra who has joined 
Avalanche for money; Barret Wallace, the leader 
of Avalanche, who is on a personal quest to 
avenge the death of his wife; and Aerith 
Gainsbourg, a civilian unintentionally drawn into 
the conflict. Several other characters appear dur- 
ing your ongoing quest, including a foul- 


mouthed pilot, a naive female ninja, a beautiful 
street fighter, and a lost soul who has been cru- 
elly biomechanically altered by the Shinra. As it's 
a Japanese RPG, Final Fantasy VI! also features 
a few weird and funny player characters that nor- 
mally wouldn’t be seen in American games, 
including a talking, red tigerlike creature and a 
strange character duo of an intelligent cat and 
the yeti-like Moogle (a furry, white, magical crea- 
ture that is a Final Fantasy staple). 


Love and War 
Each of the characters has a distinct personali- 
ty and his own storyline. Some characters have 
side stories that only peripherally deal with the 
game’s main plot, while others are inextricably 
lied to it. Final Fantasy games traditionally have 
extensive stories tor each of their characters, and 
part of the Final Fantasy magic is that these sto- 
ries sometimes have nothing to do with the game, 
but are simply there to flesh out the character, 
Many of the stories merge with the side- 
quests, which, again, aren’t integral to the garni 
but create a sense that you are roaming a world! 
.i ,■ , 
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^et Medieval On Yaui; PC 


^tis real and alive with its own 
fens and personalities. In pre- 
iBus Fihai Fantasy games and in 
iquii^solt’s other major U.S.- 
tosed RPG, Chrono Trigger, 
e characters get married, 
Ibme mope wilh unrequited love 
m get involved in love triangles, 
Ehers travel back in lime to save a 
fioved one from an accident or con- 
font a parent who abandoned 
Jiem. The series has always lea- 
Tured storylines wilh very interest- 
■ « ing-twists, and a game wouldn't be 
.•T worthy of the name Final Fantasy il 
'the plot didn't contain at least one 
betrayal. Brothers turn on brothers, 
and kings betray their loyal ser- 
vants. Don't be surprised il Mends 
turn out to be foes in FFVII. 


S'words and Sorcery 
Through six iterations, 

Squaresoft has refined the Final 
Fantasy combat engine into an 
, elegant system. Combat isn't real- 
Mime, but is played in phased 
TOrns. Every character has a differ- 
*bnt attack speed, which Is mea- 
sured by a time meter. When the 
time meter is at lull, the character 
can attack. Once the attack is 
completed, the meter resets to 
zero, and the character must wait 
before he can attack again. Your 
enemies also have speed meters, 
and if they are faster, they can 
attack you while you wait for your 
meter to fill. This creates an exciting dynamic 
that is missing from traditional turn-based com- 
bat, but still allows lor dilferent strategies of 
attack that aren't possible in real-time games. 
Each character has a normal attack, but some 
have special powers or spellcasting abilities, 
land all can defend or use items during battle. 

Magic has always been a large part of Final 
Fantasy, and FFVII is no exception. Most of the 
previous games have had various schools of 
Mnagic. Traditionally, the three types of magic 
^^re Black, White, and Calling Magic, which 
^■ould be categorized respectively as attack, heal- 
^Hg, and monste|j|qpjgiiirigitQ|gij. Ceri 


' al 

wai 

r Ff 


individuals in the game would be magic-users, 
or callers, and would have the ability to use 
these types of magic. 

In Final Fantasy VII, these spell conventions 
are maintained and two new types are added: 
Blue Magic, which is magic you learn from your 
enemies: and Mysteria Orbs, magic artifacts 
that draw on Makou and can be used by all 
characters. The Mysteria Orbs can be attached 
to weapons to add attack and defense bonuses, 
worn by characters to boost attributes and 
defense, and used to cast spells that are nor- 
mally reserved for a specific character class, 
a vital part of the Final Fantasy 


magic system and can be bought, 
taken from enemies, or found in your 
travels. Calling Magic, which has been 
with Final Fantasy since the early 
games, is perhaps the most impressive 
of all the game’s magic, as it allows 
you to summon awesome magical 
creatures-dragons, gods, and titans- 
to attack your enemies. f 


Finally, We Wait 
As of this writing, it’s not known if 
Squaresoft has begun the porting 
process for the PC version. The only 
real obstacle in the port is the transla- 
tion of Japanese text, a task that is 
already under way for the American 
PlayStation version. Squaresoft will 
bring the game to the Windows 95 plat- 
form, and currently it is holding to a late 
first-quarter 1998 release date. All indi- 
cations are that the game will be identi- 
cal to the PlayStation version, though a 
3D card might be recommended or 
required to maintain the same level of 
detail and graphics. However, since the 
PC version seems to be taking a back- 
seat to the PlayStation version in 
Squaresoft's U.S. offices, we won’t really 
know more until the PlayStation port has 
been completed. By then, Squaresoft 
might be ready to talk more extensively 
to the PC gaming press, and we’ll be 
able to bring you more up-to-date infor- 
mation on what could well be the role- 
playing event of 1998. -E//iof! Chin 
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nachronox 


Tom Hall Explains His Role-Playing Vision 


T om Hall, one of the leg- 
endaiy founders of Id soft- 
ware, has some distin- 
guished action games to his 
credit, but what he has 
always wanted to create is a 
role-playing game. Now, as a 
member of ION Storm, he is fulfilling his wish, 
crafting a role-playing game inspired by both 
his years-long desire and the Squaresoft con- 
sole RPGs he has grown to love. 

The game is called Anachronox, and while 
it’s still early in the game’s development cycle 
(the game won't ship until late 1998), Hall was 
gracious enough to talk to us about the project. 

“Anachronox is a 3D role-playing game 
using the Quake engine. The player controls 
up to three characters at a time, from an eventu- 
al cast of seven, exploring the galaxy and three 
different dimensions. Gameplay is exploration of 
the galaxy, melee with various galactic foes, and 
discovery of unique weapons and items that aid 
you in your quest. You can choose different 
characters and ways of doing things, leading you 
to a variety of events and areas in the game." 

Sender One 

Anachronox takes place in the future, when the 
galaxy has been connected by huge planetary 
wormholes called Senders, artifacts left by a dead 


alien race and which are now the hubs of trading 
and civilization. One particular Sender gives the 
game its name. "At the center of the universe lies 
Sender One," says Hall, “and in a time bubble 
inside the titanic Sender floats the city of 
Anachronox. Theory has it that Anachronox was 
once home to millions of quarantined aliens who 
slowly died of some horrible plague (the name lit- 
erally means “poison from a previous time"), leav- 
ing the city to fall to ruins, only to be taken over by 
the refuse of the galaxy to become the center of 
their nefarious dealings." 

It is here that your adventure starts, as you 
assume control of the main character, Sylvester 
"Sly" Boots, and his partner, Stiletto Anyway, You 
soon discover that the galaxy is collapsing upon 
itself and embark on a grand quest to stop this 
alarming phenomenon. 

Elementary Characters 

Like Final Fantasy, Squaresoft’s premier role- 
playing franchise, Anachronox will be very char- 
acter-driven. “Each of the characters has a 
[storyl arc, some of which are solved by the end 
of the game.” Hall says, "There's a reason every: 
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one is doing what they are i 
doing, and their agendas are] 
important to the story and to , 
what actions they choose 
and how they go about 
them." Hall wasn’t preparedj 
to reveal all the characters, 
but he did describe a third: 
“Grumpos is an old wise 
man with ridiculously long 
hair who studies the 
Elementor discipline of 
MysTech [Mysterium 
Technology]-he is able to 
actually make new weapons 
by combining modules 
called Elements." 

This system of combining modules to create 
unique weapons is one of the more exciting fea- 
tures of Anachronox. “The Elementor weapons 
system is a whole new way for the average user to 
explore the game and create things," says Hall. 
“Without any programming knowledge, th^ can • ' 
combine Elements to make new weapons and 
make them part of the game." Hall also plans to 
introduce an Element-maker program so that 
gamers can incorporate custom-made Elements 
into the game world for experimentation. 

Hall’s design calls for the game’s scope to 
be truly epic, so you’ll be traveling to three 
dimensions and numerous worlds, and through 
time, facing hundreds of enemies. Hail feels it’s 
too early to reveal the worlds you'll see and the 
enemies you’ll fight, but we promise to loosen 
his lips and bring you more information in the 
months to come. 

Other vital information Hall could confirm was 
that the game will be played in third-person, 
using the Quake II engine. Combat will be real- 
time, and it will be a single-player game. 

Hall’s ION Storm team is already busy into 
development, but with myriad worlds and 
events to craft. Hall is very careful not to under- 
estimate the duration of this grand project; He 
anticipates a late 1998 release. Look for CGW 
to bring you a full sneak preview as the game 
progresses. -JJliotl Chin 
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Welcome to 
the new landscape 
of War. 
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CAVEDOG ENTERTAINMENT 
PRESENTS... 


Blast the oppositidn into smoking 
fragments, leaving the world' 
scattered wjth burnt out wreckage. 


True 3P terrain; 


In a distant part of the Galaxy, the Core and the 
Arm continue a thousand year battle over long 
forgotten ideals, destroying everything in their path. 


TOTAL ANNIHILATION is a real-time war game 
featuring true 3D terrain and run-time generated 
3D units. Tanks drive up and over hills, tilting 
and rocking with each bump in the landscape and 
impact with enemy weapons. Battle on diverse 
landscapes, including lava worlds, ice planets, 
desert valleys, alien tundra, towering mountain 
peaks and vast island-dotted oceans. Build 
defenses high in the hills for a better view and 
a better shot. Giant Bertha cannons pound the 
enemy from across the world. Planes bank and 
dive in intense air-to-air combat. Amphibious 
tanks drive into and dive under water for surprise 
attacks. Download new reinforcements from the 
web and swarm the enemy with hundreds of 
ever evolving units. 


;?■ Send in high altitude bombers 
•; to take'out-eriemy. encampments. 


TOTAL ANNIHILATION’S 3D landscape is a revolution 
that demands deeper strategy and generates 
more realistic game play. Mobilize your forces and 
experience the new landscape of war! 


Giant 3D environments, including 
extra large maps for 32 meg users. 


Uy Cuvniuy Enleiliiintnetil, 



take out a radar tower to cripple 
, the enemy’s intelligence. 


Launch an invasion 
from the sea. 


Tlie forest provides perfect 
coyer for surprise invasions. 


Control 

the high ground. 


Bombfird the engrhy from 
the safety o^ the sea.y.- 


3D tanks move smoothly 
.. over the hill as they 
.. move Into position. 


Extensive multi-player support 
including ‘Watch and Join modes’ 


Full complement of land, 
air and sea units. 


Over 150 units 
and 50 missions. 
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(An Elder Scrolls 
Legend: Battlespire 


Bethesda Unveils a New Focus in Battlemage Tale 


I magine that you’ve been selected for train- 
ing as a member of an elite commando unit, 
but discover upon reporting that the "best of 
the best of the best" have been slaughtered 
by a more powerful enemy. Such is the 
setup lor An Elder Scroli^ Legend: 
Battlespire, Bethesda's next installment in 
the land of the Elder Scrolls, 

This isn't a sequel to The Elder Scrolls: 
Daggerfall; you can expect The Elder Scrolls: 
Morrowind to assume that mantle of epic, free- 
wheeling role-playing in 1998. Rather, 
Bahlespire portends a series of Elder Scrolls 
Legends— focused games with an emphasis on 
combat and action in a story framework in 
which you have the opportunity to finish the 
game without the massive time commitment 
required by Daggerfall. 

Bahlespire has the advantage of drawing from 
the richly defined cultures and world designed for 
the larger games without being tied to the style of 
play and the sometimes disorienting freedom of the 
massive quests. You already know what 
Battlemages are because you've encountered them 


in various cas- 
tles around 
Tamriel. Ydu’II 
still be able to 
customize your 
characters and 
build your 
spells in much 
the same way 
you did in 
Daggerfall. 

You’ll already 
know some- 
thing about the 
demonic spawn 
known as the 
Daedra 

because you'll 
have studied 

the lore and language ot these diabolical monsters 
in order to fight and/or use them in previous 
games. Yet, Battlespire will infuse the familiar trap- 
pings of Tamriel with better graphics (particularly 
the new special effects for magic spells), a new 
combat system (real-time with new weapons and 
spells), and multiplayer modes (cooperative play, 
team pl^, and deathmatches for LAN, point-to- 
point, and Internet picv). 

Within the background story, the eponymous 
Battlespire is a dimension created by the 
Emperor’s Elite Guard, the Battlemages, as the ulti- 
mate testing and training ground for the elite 
corps. The dimension consists of a variety of bat- 
tlefields: dungeons, which allow the designers to 
exploit their lighting effects and plant nasty traps in 
the shadows; and castles, which allow the level 
architects to exploit the 3D engine's ability to han- 
dle height and physics. As a new recruit, you arrive 
at the training facility only to discover that the elite 
corps has been slaughtered. Being the heroic 
type, you opt not to do the sensible thing and run 
away as fast as possible. The challenge you face is 


to get to the bottom of the mystery and right the 
wrong done to the empire you call home. Since 
you’ll face a literal prince of darkness-a Daedra 
noble named Prince Mechrunes Dagon-it will 
take you a while to get to the heart of the situation. 
You’ll need to build up your strength, skill, and sor- 
cery in order to be able to wipe out the Daedra 
minions and, finally, the ultimate bad guy, 
Mechrunes himself. -Johnf^L Wilson 
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IForsaken: Thrall of Chaos 

^Eidos Takes On the Devil in a New Isometric Action RPG 



A 




Erdos hopes to 


^^^ngeremphas'h 


'^:Ginenia(ixsK 

rate We, as* 


, wwy.etcfos.com 


B nee Diablo proved (0 be a 

f ^ megabit, it didn't take an 

^ m % archmage to predict that, 

% ■ I as with the reai-time strat- 

V M egy biitz, other compa- 

M nieswouidjumponthe 
bandwagon in an attempt 
to duplicate Biizzard’s massive success. One of 
the first “Diablo clones" out ot the gales will be a 
fantasy RPG from Eidos, called Forsaken: Thrall 
OF Chaos. Actually, you should take the game’s 
title with a grain of salt, because Eidos, in a fine 
example of marketing wizardry, has changed the 
name four times in the week we were preparing 
this article: from Forsaken to Exiled: The 
Forsaken Saga, to Exodus, to, as we go to press, 
Forsaken: Thrall of Chaos. Who knows what it 
will be called by the time you read this. 

The Devil Made Them Do It 
Developed by Cinematix Studios, makers ot the 
action game Total Mayhem, Forsaken is a third-per- 
son, isometric, action RPG, which the designers 
acknowledge has been consciously inspired by 


Diablo. They hope to improve on Diablo, though, 
by focusing on that game’s biggest weakness; the 
lack of a truly immersive storyline. 

Forsaken takes place on the island ot Ahkuilon, 
which is ruled by three brutal Warlords. You play 
the role of Locke (an homage to Final Fantasy 
III?), a member of a race of warrior mages who 
have long been disbanded and exiled from the 
rest of society. One ot the warlords hires you to 
take revenge upon a cult group on the island that 
has stain his daughter in a ritual sacrifice. But as 
you might expect in an RPG, this is just the 
beginning of the story-and Locke soon discovers 
that the situation on Ahkuilon is far different than 
he first realized. 

At present. Forsaken’s most compelling fea- 
ture is its incredible artwork. Canadian artist Den 
Beauvais, well known for his cover drawings for 
Dragon magazine, is hand-painting all of the 
game's prerendered backgrounds. Beauvais’s 
early results show a game with a remarkably 
rich color palette-wilh lush greens and blues- 
an interesting change of pace from the dark look 
of most recent RPGs. 


Fantasy island 
Although the entire game takes place on an 
island. Eidos s^ there will be some 10 to 12 dis- 
tinct locations, including cities, forests, under- 
ground caverns, and two castles. Conversation with 
NPCs will be a big part of the game, but there will, 
of course, be plenty of action. Each character will 
have spellcasting abilities and five weapon types 
with three attack styles. The best weapon in your 
arsenal won’t alw^ be the same for every pl^er, 
but will depend upon how you have developed your 
character throughout the game. Character 
advancement will be skill-based, not level-based. 
Whether Eidos’s first-generation RPG wilt 
lettle to compete with big franchise: 
Magic and Ultima remains to bi 
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Unlike Diablo's 2D sprites. Forsaken will use 3D 
polygonal characters with motion-captured anima- 
tions (3D acceleration will probably be supported, 
but not required). These characters (also being 
designed by Beauvais) will appear on top of the 
prerendered 2D backgrounds, with 3D collision 
detection underneath. The game also utilizes real- 
time lighting effects, including colored lights and 
changes from d^ to night-when we saw this 
running in the beta, it was truly beautiful. 



^our empire is flourishing. 


Granaries are full. Technology is advancing. 


People are prosperous. 


What more could you possibly want? 




\ To build a Stone Age tribe into a thriving 

(S 

C. ^ empire, you can rest easy knowing that you can 


nation in 10,000 years of real-time evolution. Which 
gives you just enough time to decide whether you want 


never rest easy. Because what takes thousands of years to to conquer everyone else, explore the four corners of the 
build can be destroyed in seconds if you don’t plan wisely. globe, or accumulate great wealth to achieve 


In Age of Empires, your challenge is to take c 


victory. And with a 100-node technology tree. 


of 12 ancient civilizations (including Egyptian. Yamato, you can choose your advancements accordingly. For 
and Greek) from grass hut beginnings to world domi- instance, you can research gold mining or commerce 


OIW Microsofi Corporjiion. Allriylilsi reserved. Microsofl and Where fio you luanl logo today? itctegisteicd iradcmarks. and Ajjeof Kmpircs is a iradcmark of Microsoll Corporation. 








to amass great riches, or ballistics and naval warfare to war elephant, and the pressure to win 

It strike fear into the hearts of others. becomes downright intense. 




.Vi strike fear into the hearts of others, 

f'v 

Multi-player capabilities, dO pre-set 


But before you think you’ve got what it takes to 


scenarios, lavish campaigns, randomly generated maps, and win. make sure you ve got the empire to back it up. 


an expansive scenario editor make it a new challenge each 
time you play. Add in the rich 3-D graphics where you’ll 
see every flaming arrow, marching phalanx, and charging 


EMPIRES 

Choose your favorite form of world domination. 
www.microsofl.com/gamcs/ empires 


All oibcr comNDV aimcs mcnlioced hereiD irc either registered uidcinirksor itidcntirksor ihcir respective compinies. 
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DM Bradley, the Wizard of Wizardry, Returns With a Brand-New BPS'": 


V ” 

i 

i 


irgin has never been known 
for ils role-playing games, 
bul next year, that's likely to 
change. For its first RPG, 
tentatively titled Deep Six, 
Virgin has at the helm none 
other than D. W. Bradley, the 
acclaimed RPG designer, whose most recent work 
includes Wizardry V, VI, and VII for Sirtech. 
Although the project is still far off (the release is 
projected for next spring) and Virgin wishes to 
keep it mostly under wraps for now, we were able 
to chat with Bradley long enough to get a sense 
of the game. 

Set'in a medieval fantasy world. Deep Six will 
be a party-based, traditional RPG, in which a 
group of adventurers sets out on a quest to 
retrieve an enchanted sword and soon finds 
itself on a larger mission to help defeat an ulti- 
mate evil: the Lord of Death. The game world 
will be completely 3D and will incorporate mul- 
tiple settings, including forests, castles, dun- 
geons, and an ancient temple that has sunk 
deep beneath the sea. 

Bradley and his company. Heuristic Park, are 
designing the game engine from the ground up to 
incorporate both single- and multiplay (over LANs 
and modems). In Deep Six, unlike in Diablo, you’il 


DEMON SEED This little terror from below is only one of the many monsters you’li face on your 
journeys in Deep Six. 


be able to build your character in single-player 
mode and bring him or her into a multiplier 
game-and vice versa-in the hopes that you’ll 
develop a character you really care about. 

Most intriguing so far is the designer’s take 
on the old turn-based versus real-time dilemma 
for the game’s combat system. ‘Tve talked to a 
lot of RPGers over the years," Bradley says, ’’and 
one of the biggest complaints from some was 
that they lost a lot of strategic decision-making 
in real-time combat, and felt like a mechanical 
monkey clicking the mouse. On the other hand, 
real-time gamers want a continuous world, 
where things are constantly changing, I 
needed a new approach that would eliminate 
the dichotomy between real-time and turn- 
based, and would let every user play the way 
he or she wants to play," 

Bradley’s solution is to offer the gamer a 
choice, available at any time-even during 
combat-between the two modes. Thus, you 
can move through the game in realtime, bul if 
you encounter a particularly tough enemy, you 
can slow the pace to give yourself some time 


to plan out your moves. Bradley says that the 
game will be balanced so that neither system has 
an advantage over the other and so that all 
gamers, regardless of preference, can get the 
same essential experience. 

Trying to please everyone can be a tricky busi- 
ness, but Bradley says that he and his Heuristic 
Park team are "making the game that we, as role- 
playing fans, want to see ourselves." Given the 
designer’s track record, we're going to want to see 
it too. Look for an in depth sneak preview of Deep 
Six in an upcoming issue of CGW.-Jefi Green 


YOU BE THE JUDGE Gamers will have a choice 
between real-time and turn-based gamepl^. 










Henrietta Emerson 
Age: B4 ' r^' 

Retired ,1- " 

Farmer charity worker and treasurer 
of the Wives of Foreign War Veterans 
Kiiled tragicaliy during anti-videdgame 
violence protest raiiy. 




Ronald Wanker -' - \ ^ , 

Age: 52 

Mental Health Technician 

Empinyed at Paradise Psyqlila^tc 
Center fnr 27 years. Fatailyfi/vrifinded 
hy multiple' bullet wounds, 


^enniia peters : " - . i- 

Paradise High Senior - 7 ; 

Majorette in localsyouth marching 
Ijand: Tleatli raused by 3rd degfee 
bums : InfllcHled ^ by ^ exploding. napaTmi 
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It’s bloodier than 

nd more explosive than id s QUR*''-- 




^ne Of t/ie most pwerfiil game editors 

we ve erer seen in an action game.” 


“Sure senseless violence id fun. Biit it's even 
m:’e'„rwhe«it'sdirected at marcfiinf, bands, 


iiillil. 



Welcome to Paradise ... Arizona. 
TPey're out to get J 70 U ... or are ttey? 


Consjpii.'acj’ or Insaiiitj? It ilocsai't 
matter, joxi don't have time to iliiiik, 
010.7 tune to kill. GO POSTA'Xi!! 

Blast, aiiaim and 11X0-1)01)11) 70111' w:)7 
tlirou^li 17 unsuspecting locales. 

But don't get too cra/7 out lioro- 
sti'ateg)' is Jce7 so take advantage of tlic 
tli'ii'd-jjcrson "proineditated” 
pcrsjpoctivo tliat letS70U see wcactl}’ 
wlio's cold and vvlio’s still able to 
piOl a trigger. 

• Brutal sbooter/sirateg)’ combo 
cUallcnges70u to keep one eye on 
701D.' target and t'iic otlier looking 
ovor7our shoulder at all times. 

• lleal-tinic 3D cliaractcrs rage 
against boautil’ull)’ band-painted 
Icilling fields. , 

• So freakin' real, 70111' victims wj.ll 
actuall7 beg for mcrc7 u) id sc.t.'ca:m 
for tbeir lives! 

• Tdi0ti-j)la7cr ner>vorkpla7 over 
modeiii, BAN, or tbo Iiitornct-so7ou 
can go Postal witb uj) to J.5 other 
Ueatb Row candidates. 

• Mass imu'j.'de'.t.' oj)poi'tunitics: sp'j.'a7 
protesters, blast luarcbing bands 
and cluri'-broil osti.-iclies. 

• Complete Game JJditor included: no 
bull, t his is it, tbe one we used 

to create the game. Create ajid 
manipulate characters, actions 
and porsojialitics, 


Tiw Gaane IBvnsTy G^aac.. 
And No One Else Derec; ToT 





Tlie Postal CU-HOIVT is available fox* PC and. >tac. 

Get vlieJii fii.'St at 7010.' local retailer, www.gopostal.cont, or b7 calling 
l-HHH-797-aft('>7 and give them tbe code: "SolitaJ.7 Confinement." 
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Tor^otten Realms: 
t Balour s Gate 


? Dungeons & Dragons Fans To Enjoy Relief From the AD&D RPG Drought ] 


F or years, Dungeons and Dragons 
fans could turn to their computers 
for role-playing excursions cour- 
tesy of SSI. As the years went by, 
though, SSI's games lost their 
magic, and TSR went shopping 
for a new partner in computer 
role-playing. It’s been several years, but TSR has 
at last found a new partner, and the first RPG 
game to come of this liaison could be one of the 
best in a long while. 


jH 


Your Adventure Begins 

From Bioware, the designer of SHAneREiD 
Steel, will come the first Forgotten Realms CRPG 
in several years, to be called Forgohen Realms: 
Baldur’s Gate. The game, which Interplay will 
publish, takes place on the Sword Coast of 
Faerun, after the Avatar crisis of the Forgotten 
Realms, and chronicles your amnesiac charac- 
ter's quest to discover his or her origin. This per- 
sonal quest, though, will intersect with a larger 
quest to halt a dark plan to resurrect a fallen evil 
that predates the Avatar crisis. 

Bioware’s employees are big Advanced 
Dungeons and Dragons fans and hope to 
make Baldur's Gate very story-driven. 
Sidequests will abound, and the game's mys- 
terious plot will unravel as you visit key loca- 
tions and talk to NPCs. 

The game features a third-person isometric 
view and will doubtless beg comparison to 
'Blizzard’s Diablo. Like many of the RPGs in this 
roundup, Baldur’s Gate will boast impressive 
graphics, such as dynamic lighting and 16 -bit 
color. There will also be special effects like fog 
and falling snow. 

The combat, surprisingly, is real-time, 
despite the fact that the AD&D combat system 
is turn-based. Aside from that, say the design- 
ers at Bioware, all the AD&D conventions, 
including ThacO and die rolls, will be incorpo- 

- 

cew 



rated into the combat, although many of them 
will be invisible to the gamer. What you will 
see is a fifth-level fighter hitting more frequent- 
ly than a first-level fighter. For the very serious- 
ly reflex-impaired, Bioware plans a pause fea- 
ture so that you can stop combat, issue 
orders, and then resume the game. 


some members of your party may 
fight amongst themselves depending! 
on your and their alignment. 

In Baldur's Gate, unlike in previ- P' 
ous AD&D CRPGs, alignment will ■- 
matter. Rather than being forced to 
adhere to your chosen alignment, 
you’ll be able to have an impact on 
your alignment through your 
actions. That alignment will also 
affect your meetings with NPCs 
and monsters. 

Like any good RPG, Baldur's Gate 
will feature lots of spells, magic items, 
and monsters, and Bioware will have the 
advantage of being able to draw from 
the rich AD&D rule books for those things. 

Let’s hope that the abundant background of 
the Forgotten Realms universe and the passion 
of the Bioware team can create an AD&D role- 
playing game that will rival— or even surpass- 
the old gold-box adventures of years past. 

-Elliott Chin 


Dungeons and 
Dragons Returns 

Since Baldur's Gate is an AD&D game, you’ll 
be able to choose from among the many familiar 
character classes and races to create your 
onscreen persona. You can play only one char- 
acter, but his or her makeup can be customized. 
You can be an elf, dwarf, halfling, fighter, or 
mage. You can also be a multi- or dual-class 
character. As a low- to mid-level adventure, 
Baldur's Gate will allow character progression to 
a maximum of sixth level. Sequels will let you 
import your character and advance to higher 
levels. 

Don’t worry about going solo in your quest, 
though. NPCs will join you and form a party. 

You’ll be able to control them in battle, but they 
will also have their own interests and goals. In fact. 
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Lands of Lore II: 

uardians of Destiny 

^^estwood’s Long-in-Development Sequel Has a Bit of a GoD Complex 


eiigion in mos! RPGs follows 
either the Christian standard of 
"one Supreme Holy One asks 
you to fight one Supreme Evil 
Lurking Down Below" or the 
polytheistic slant of "there are 
k many gods around the world, 
and you help a few of them." Well, the newest 
RPG from Westwood Studios has taken a differ- 
ent slant on things, which is just one thing in its 
suite of features and improvements. 


The Newest TLA: GoD 
When you read the basic plotline for Lands of 

f LoRE II, you'll wonder if the initials for its subtitle, 
“Guardians of Destiny," are a coincidence or not. 
For this sequel, Westwood managed to paint a 
very humorous treatise on gods and creation. 

Here, we have a story about gods (Ancients) 
who take a “prime directive" when it comes to cre- 
mating worlds-that is, they have a pact of non-inter- 
Terence with the worlds th^ create: allowing them 
^■nly to observe. One of these Ancients, Belial, 


pecides to fiddle ij'iti} our. worllng^ 


his favorite and caus- 
ing massive wars with 
lopsided lighting (his 
race will alw^ win 
with his help). The 
other Ancients have 
him executed, but 
before he dies, he cre- 
ates a Mother Beast 
that will use the ener- 
gy of the Ancients to 
resurrect him. 

Unfortunately, all the 
Ancients leave, and 
the Mother Beast is 
dormant for several 
thousand years. 

This is where the 
original Lands of Lore, released back in 1994, 
stepped in. To recap, Scotia was a sorceress who 
wanted an artifact called "The Nether Mask" that 
would allow her to change shape and assassinate 
King Richard of Graystone. Little did we know that 
she had a son, Luther. And when you thwarted her 
in that earlier game, she tried to magically send the 
Nether Mask to Luther. What he got instead was the 
Nether Mask's ability to shapeshift, but no means of 
controlling it. Add to that the fact that the Nether 
Mask was an artifact of the Ancients, meaning its 
power was enough to resurrect Belial. Now that he 
has the power of the Nether Mask within him, 

Luther is caught between Belial’s forces (who want 
to use it to resurrect him) and Gladstone's forces 
(who want to defeat Belial on their own terms). 

New and Improved 

Similar to the first game, you navigate the 
game world in first-person perspective, and com- 
bat in real-time. The main differences between 
the two games is that Lands of Lore il looks 
slightly better, and apparently you only portray 
one person. Rather than have a parly like in the 
Jirst one,, you're on your own in this adventure. 


Differing itself from traditional role-plying games. 
Lands of Lore II is more plot-driven, which means it 
plys out a bit like an adventure game. You’ll be talk- 
ing to a lot of NPCs in order to make sense of your 
predicament and further the plot along. 

The coolest part of the game is the curse placed 
upon you: uncontrollable shapeshifting. Throughout 
the game, you will have to learn to live with this 
curse and control il. But until you do, you’re 
doomed to randomly change into either the Beast 
or the Lizard, and wait for a while until you change 
back to human. The Beast is mightier but can’t use 
weapons or spells, while the Lizard is more agile 
and magic-prone, but can’t use weapons either. 
Morphing is random and can create some interest- 
ing situations. 

Lands of Lore II is shaping up to be one of 
the more interesting RPGs to premiere this year. 
While the graphics are a bit dated (it is a year 
late), and it doesn’t have earth-shattering new 
features, the familiarity of the game-world to 
fans of the previous game and its unique story- 
line make it one of the more promising titles to 
help the RPG genre gel back into the game. 

Thierfy Nguyen 
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iQuest for Glory 5: 
Dragon Fire 


Sierra Returns to Glory With One of Gaming’s Oldest RPG Franchises 


T he original Quest for Glory 
was an immensely popular 
role-playing game. It had stats 
and spells, but It also com- 
bined classic Sierra 
adventure-game elements with 
intense combat. After the suc- 
cess of the first title, the series grew to encom- 
pass three more games, set in various fantasy 
locales based on the Middle East, Africa, and 
Transylvania. While the quests, monsters, and 
environments changed from game to game, the 
main character and a few nonplayer characters 
did not. Moreover, an overarching plot was 
weaved Into each game, meaning that a continu- 
ity was achieved that compelled you to play each 
successive title. It's been a long four years, but, 
at last, the final game In the series is about to 
debut: Quest for Glory 5: Dragon Fire. 


A Mediterranean Holiday 
You reprise your role as the hero (always 
nameless), and have ventured to the land of 
Silmaria, a Mediterranean-type environment. 


The kingdom has just lost Its ruler to assassi- 
nation, and monsters prow! the land whilst a 
great black dragon looms over the horizon. Lori 
Cole, the designer of all previous 
Quest games, Is hinting that this 
could be the finale of the series, so 
the story will tie up all loose ends, 
and gamers will finish the game with 
a feeling of completion. 

Many of the previous games’ 

NPCs will return for this encore, 
including Rakeesh the liontaur from 
Quests 2 and 3, Katrina the vampire 
from Quest 4, and Erasmus, the wiz- 
ard who taught you spells in Quest 
1. However, as a new game. Quest 5 
will thrust you into a whole new envi- 
ronment with its own share of brand- 
new faces. As with other Quest for 


ccw 


OCTOBER 1997 








quite a few, including fireball, levitation, lightning 
ball, open doors, protection, and flight. 

To Be King 

In the tradition of the series, there will be sev- 
eral subplots to play through before the final 
showdown with evil. After the king has been 
assassinated, you and two other heroes come 
forward to compete for the right to take the 
crown in the Rites of Rulership. These Rites will 
take you through the game’s various quests and 
subplots. You’ll have to stem the invasion of a 
neighboring kingdom, battle the monsters in the 
beleaguered kingdom, thwart an army of 
undead from the dark realm of Hades, defeat a 
monstrous Hydra, and discover the sunken city 
of Atlantis. Ultimately, though, the dark hand 
that has guided all these evil forces will throw its 
last menace at you: the black dragon, Fire. 

The biggest change in the series, apart from 
the much updated graphics and beautiful pre- 
rendered environments, is the combat. It is no 
longer played in a separate screen that draws 


you out of the game world. Now, combat occurs 
in the adventuring environment in realtime. 

The other big change is the inclusion of mul- 
tiplayer support. You can actually play through 
the whole game with up to two other characters. 
Presumably, each of you will play as one of the 
three contestants in the Rites of Rulership. 

There will be support tor modem or LAN play. 

Quest 5 still needs to be polished; game speed 
is fairly slow now, but Sierra does plan to optimize 
the game. Also, while we’ve pl^d a little of the 
game, we still haven’t seen the full quests. Rites, 
and NPCs. However, if Sierra can implement these 
elements as well as th^ did in previous Quest 
games, all the while polishing the game’s speed 
and look. Dragon Fire should not disappoint. As 
the probable last entry in the Quest for Glow line, 
you’ll meet old friends and finally make your way 
to the promised land of Silmaria. With an 
improved, integrated combat engine: a variety of 
locales to visit; and numerous quests and mon- 
sters to surmount, Quest for Glory 5 could prove 
to be the best of the series. -Elliott Chin 


Glow games. Cole promises to deliver charac- 
ters with personality, as well as plenty of humor 
^d even romance in the story. 

S^ts and Skills 
Like previous Quest games, you’ll be able to 
j. choose from three classes: wizard, warrior, and 
L^lhief. '»t)u will be able to import your characters 
P from previous games. Dragon Fire isn’t level- 
‘ based, but skill-based. You have standard attri- 
j butes, such as strength and intelligence, as in 
lother games, and a variety of skills. You’ll have a 
sdffferent set of skills depending on your class, 
*such as pickpocketing for thieves, spellcasting for 
wizards, and defense for warriors. You can 
increase your skills through normal use or prac- 
tice. For example, in the Thieves Guild, you can 
practice pickpocketing on the dummy and 
advance your skill level. If you fight constantly, your 
weapon skill will automatically increase. Continuai 
spellcasting wiii also improve your speii skills. 

The game does change depending on your 
class, as you’ll have to defeat major enemies 
according to your skill set (through trickery, 
speils, or combat}. As far as spells, there are 
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Disposable, iihe a diaper. But he doesn 't tahe any crap. 


Multiple Missions pit Scud against a bizarre 
collection of villains and enemy Scuds. 


Top down view and easy to master 
controls heep action fast and furious. 


Obliterate up to 16 opponents 
over LAN or HEAT.NET. 


www.scud.com 
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|Dark Earth 

f France’s Kalisto Reveals the Art of Darkness 




Deretopen KaSstp 


FENCE OF DARKNESS You'll see impressive . 
close-ups of the action as you fence, fight, 
slash, and smash your to success in Dark 
Earth’s combat sequences. 


' ou see it the first time 
you move from one 
room to another. The 
colorful room with its 
stylized Jules Verne 
architecture and the pri- 
mary character in his 
brightly adorned uniform are both swal- 
lowed by darkness. Dark Earth is a study 
in contrasts: light/darkness, good/evil, 
Ireedom/fear, initiative/ritual, 
humanity/monstrosity, and life/death. Just 
as Francis Ford Coppola used sharply 
etched shadow to suggest the fearful 
majesty of the Godfather's hidden power, 
Dark Earth uses the backdrop of an ait- 
consuming darkness and its correspond- 
ing images to shape its universe. 

Dark Earth takes place in a postapoca- 
lyptic world in which mankind has experi- 
enced near-obliteration. So much debris 
fills the air after this cataclysm that perpet- 
ual darkness shrouds the world; poison- 
ous clouds drift overhead, and photosyn- 
thesis has stopped. Only a few pockets of 
light remain. Into these pockets have flown 
the uncontaminated remnants of humanity. 


First, they build temples to Ra, the Sun God. 
Then, entire cities (called Stailites) rise up 
around these temples. Entire social structures 
evolve out of the need to maintain light, heat, 
and genetic purity. 

Two elite groups rule this light-oriented soci- 
ety: the priestly Sunseers and the military 
Guardians of Fire. In the best of all possible 
setups, your character is a Guardian of Fire 
named Arkhan, a policeman trained for immedi- 
ate action and the son of a Sunseer named 
Ryisedaar-you are sensitized to the history, 
myth, and dynamics of your culture. In the worst 
of all possible situations, you are soon thrust 
into a situation where the bulk of this cultural 
structure stands against you. 
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Dancin’ in the Dark 

For the most part, the game is extremely easy 
to navigate. You use arrow keys to move around, 
the space bar to use objects or initiate conversa- 
tion, and the C key to enter combat mode. 

Combat is in realtime and can be set for easy or 
tough battles. Once in combat mode, you press 
Ctrl and hit the arrow keys for your various moves. 

All of the characters are 3D, and the game 
contains numerous attractive 3D objects. 
However, rooms are not connected lor pure 3D 
scrolling, and there are times when objects such 
as staircases are not fully implemented as 3D, 
leading to some awkward animated sequences 
in which the characters do not mesh perfectly 
with the environment. 

Of course, you might wonder why Kalisto opted 
for 3D figures and objects if you aren’t viewing 
the action in first-person and you can’t scroll 
smoothly from one room to the next. The beauty 
you enter combat. 


1 



f; 

:4 








this is the old FMV probiem (read: lack of con- 
trol) all over again. 


Stalliteig 

Dark Earth has an extremely weli-conceived 
storyline. You start ^with a clear-cut concept of 
light versus darkness and good versus evil, Your 
first combat pits you against murdering guerril- 
las who have invaded the sacred confines of the 
Temple of Ra and do not hesitate to slaughter 
the Sunseers. Unfortunately, when you defeat 
the first foe, you find yourself caught in a vain 
attempt to rescue Lory, the greatest of the 
Sunseers. only to end up being contaminated by 
a black, porous, ice-coid parasitic ooze called 
Shankr Archessence. 

This substance, you soon discover, causes 
you to slowly transform into one of the mutant 
creatures of darkness from which you have 
always protected society-and now, your fel- 
low Guardians of Fire are out to get you. You 
learn that you must locate your father and get 
him to show you a hidden crypt wherein lies 
the secret to your healing. Your own Stallite 
becomes a prison to you as you fry to 
free yourself-and the world around you- 
from the danger. 


you get fast action, smooth animation, and plenty 
of camera angles. At first, this might seem disori- 
enting, but as you play the game, you realize that 
the close-ups, pans, and over-the-shoulder views 
add to the excitement of each encounter. Easy 
mode will prove to be too much of a cakewalk for 
action gamers, but its inclusion means that even 
those who don't care for action sequences can 
get through the game without dying. 

Gameplay consists of combat and conversa- 
,tion separated by the occasional puzzle (of the 
flnd-the-right-object or -information variety). 
Successful combat sequences, appropriate con- 
versations, and the mere zen of being in the right 
place at the right time lead to cinematic cut- 
scenes with intriguing camera angles, impres- 
sive graphics, and visceral levels of violence. The 
downside of the design is that your 
!, conversational options are predetermined by the 
lattitude you adopt in an out-of-interface setup 
^creen. The conversations pl^ more cinemati- 
Ically this way, but some game^mav 


As events unfold around and upon you, you -M 
learn the wisdom of a statement propounded by | 
an old priest: "Night is an ordeal feared only by S 
the impure." You discover that a perfectly Hi 
ordered society may not be quite as perfect as \ 
you once thought. ’ 

Of course, this penetration into deeper and 1 
deeper shades of gr^ is exactly what design direc- 1 
tor Guillaume Le Pennec is striving for: an attempt % 
to portr^ prejudice and fear in (pardon the pun) an I 
entirely new light. Kalisto adds just the right touch •' 
of moral ambiguity to Dark Earth to stimulate the 
imagination and compel you to keep playing. 

In terms of story, game world, and artistic 
touches. Dark Earth is an objet d’art. As a game, 
it is even having some success as a pen-and- 
paper role-playing game in France. {Casus Belli, 
the marvelous French role-playing magazine, 
gave the pen-and-paper game a positive review 
and is currently publishing additional scenarios.) 
Whether the combat and puzzles are enough to 
carry it as a computer game remains to be seen. 
The puzzles are lighter than the typical adventure 
game, and the combat doesn't have quite the 
subtlety of a pure action game. It's a nice bal- 
ance for some, but may seem too lightweight for 
others -Johnny L Wilson 
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Company’s Coming 


Resource management, 

arsenal development and technological 

research are just a few of the dynamic 

game play features in this multi-player 

clash. 




A nonlinear mission structure creates 
a strategic edge over other combat- 
strategy games. 




81 adrenaline-pumping missions, each 
with their own terrain and objectives, 
plus a mission editor Included as a 
free bonus. 


The most lethal aliens in the 
universe are on a manhunt and 
your star system is their next 
stop. Experience real-time 
combat strategy 
in Final Conflict, 
the ultimate inter 
galactic battle. 



Vivid super VGA graphics paired with 
a sizzling soundtrack put you in the 
Alliance Commander’s chair to unify 
or wage war against alien races. 


Final Conflict Tl^ & © 1997 Rhode Island Soft Systems. All Rights Reserved. Distributed by Sound Source Interactive. 




Hide The Welcome Mat. 






They’ve Blown Away Entire Galaxies. 
IMow They Kni^ Where You Live. 


Available Now for PC CD-ROM 
Download the Demo at: www.sobndsourceinteractjve.com 
For Additional' information, call: [818] 878-0505 
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Exile III: Ruined World 


Questing the Old-Fashioned (and Inexpensive) Way 


T his game from Spiderweb 
Software-appearing on our 
CG-ROM this month and avail- 
abie as a download from 
Spiderweb's Web site-has 
been a big hit among role-pi^- 
ers for months, almost entirely 
because of word-of-mouth on Net newsgroups. 

Exile III is the third game in Spiderweb’s epic 
tale of the struggle between the Empire and the 
Exiles. In this game, after years of a stalemate, the 
Exiles have found a way to reach the surface, and 
you and your party are sent to explore. 

At first, the game looks exactly like what it 
is-a shareware game with primitive graphics. 
But if you keep playing, you’ll discover a 


remarkably deep, traditional RPG far more com- 
plex than its appearance would indicate. 

Character creation is very fiexible-you can 
even assign disadvantages such as "magically 
Inept" or “bad back,” which wili affect how 
much experience you need to advance ievels. 
Combat is (urn-based, the spell system-divid- 
ed into two classes-is deep, and the ample 
diaiogue with NPCs is well written and witty 
throughout. Rounding out the game are elegant 
touches such as an automap and a journal that 
automatically keeps track of your quests. 

Jeff Vogel-ExiLE’s designer and program- 
mer-has created an RPG “like they used 
to make." And it costs oniy $25 to play. 

-Jell Green 


Gri moire 

A Classic Computer Role-Playing Game From the Net 



T wo classic computer game ref- 
erences popped immediately to 
mind when I first booted the 
alpha version of Grimoire, a 
CRPG available only via the 
Internet. The first was Might and 
Magic, in Grimoire, you con- 
stantly explore the world via a 3D first-person win- 
dow-just as you did in the originai Might and 
Magic (and Wizardry before it). The second was 
ZoRK. Remember that maze of iook-alike passages? 
You’re always In a maze in GRiMoiRE-at least in the 
parts we've seen. 

if you like the character classes of classic role- 
playing, you’ll immediately find yourself comfort- 
able with the Adepts, Clansmen (humanoid player 
characters evolved from other biological strains), 
Conjurors, Guardsmen, Pickpockets, and Traders 


to be found in Grimoire. You'li feel comfortable 
with the skiii sets and the career paths that are 
availabie. Most gamers wiii enjoy the many combat 
options at their disposal: Hide, run, shield, fight, 
cast (spell), use (artifact), or surrender. 

Aiso in the ciassic vein is the background story 
for Grimoire. You outfit a party to quest in search of 
the “Metronome Mysterium," the so-cai!ed Clock of 
Fate that winds down into anomie and portends the 
end of the world, Instead of trying to “Kill Foozle," 
it’s the party’s task to find the cosmic penduium 
and rewind the ciock that ticks off the worid’s fate. ' 

Grimoire has soiid potentiaf and may be 
just the unguent necessary for iong-time role- 
players who want more than real-time, first- 
person dungeon crawls. It may also prove the ^ 
worth of online distribution for independent 
designers and publishers. -Johnny L Wilsori 
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I s Ihe sudden resurgence ol com- 
puter RPGs altributable to their 
popularity online? Stephen Poole 
examines this question for 
GameSpot saying, "Many devel- 
opers believe il's Ihe Internet’s 
ability to allow gamers to role-play 
together that's moving the genre back 
into the limelight.’’ Get the whole story, 
and take a look at 15 upcoming online 
RPGs on GameSpot’s Guide lo Online 
RPGs. 

www.gamesaQt.com/features/onlinerpg/ 


A host of new weapons and more than 100 
new spells to master round out the changes to 
this already hugely popular online RPG, Whether 
new players will discover the game amid all the 


noise being generated by Ultima Online remains 
to be seen, but Meridian 59-as of this writing, 
anyway-has one irrefutable competitive advan- 
tage: It’s up, live and running. Green 


its servers? There’s no reason to be pessimistic, 
but, after writing about this game for more than 
a year, we’re going to stop saying “Ifil be out 
soon." Now we'll just say we hope it’s out soon. 
Lord British, your greatness, your subjects are 
ready to play. -Jeff Green 

Meridian 59: Revelation 

Meridian 59 may not gel the same attention 
that Ultima Online is receiving, but 3D0’s 
Internet-based RPG has boasting rights for one 
huge reason; It actually celebrates its one-year 
anniversary this October. In that year, the game’s 
thousands of fans have created a living, breath- 
ing alternate universe, and the developers have 
continued to tweak the game with upgrades and 
expansion packs. 

Now, 3D0 is readying the biggest upgrade yet, 
called Meridian 59: Revelation, which is essentially 
an entirely new version of the game. Due this fall, 
Revelation promises to improve or expand virtually 
every aspect of the game. On the aesthetic front, 
Ihe developers have completely redesigned the 
interface and upgraded the first-person graphic 
engine to keep up with the times. Player and mon- 
ster graphics have also been improved, and 
they’ve tweaked the monster Al so that monsters 
can now ally with each other in combat-or be 
tamed by you to fight on your side. 

3D0 has added tons of new quests and side- 
quests, and promises lo make the experience 
more “game like’’ for those seeking more than 
just a MUD-(ike social hangout. The team has 
created an entirely new island city complete with 
a race of beings with their own culture and lan- 
guage. The overall quest in Revelation involves 
traveling to this island city and uncovering the 
mysteries therein. But it won't be something that 
any random newbie just logging on can join. 
Newcomers will need lo explore the existing 
world of Meridian 59, garnering strength, experi- 
ence, and magic, before they’re strong enough 
to deal with the new land. This will keep the 
game friendly enough for new users, while giv- 
ing longtime gamers a brand-new challenge for 
their already battle-toughened characters. 


rhile the online revo- 
lution may not have 
happened yet, it is 
getting more inter- 
esting out there for 
gamers-and for 
role-players in partic- 
•u!ar. Here are a few of the more promising 
upcoming online RPGs. 

Ultima Online 
Of course, no RPG guide would be complete 
without mentioning the ultrahigh-profile Ultima 
Online, the online RPG with the potential lo 


either soar into gaming greatness or take a Wile 
E. Coyote nosedive. Given Ihe publicity surround- 
ing Ihe game, it has turned into a real event— 
and if Richard Garrioit and Ihe folks at Origin can 
pull it off, if will be a stunning achievement. As 
of this writing. Phase 2 of the public beta lest 
^was taking place, and we had hoped to have a 
play report here. But in a week of trying, we were 
unable to log on. Typical beta problem or a sign 
. . of difficulties to come? Will the game finally be 
running when you read this, or will Origin 
be kicking all the bats and chipmunks out of 
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Get Medieval Ori YouiiEC. 


gest that some races are subhuman. Much as 
we may protest that these are only games (see 
this month’s editorial), the idea of innate superi- 
ority/inferiority can subtly lead us into real-life 
discrimination, Asheron’s Call, instead, very 
sensitively labels the variety of cultural back- J 
grounds found in the game as “heritage ^ 

groups." Such a designation offers a nonhomo-^fc 
geneous population for the game world withoul^J 
emphasizing racial stereotypes (whether drawn 
trom reality or fantasy). 

As you continue to view the game, you realize 
that this is an RPG with true beauty and original- 
ity. Social interaction in Asheron's Call is “alle- 
giance-based." This means that your actions and 
social standing, as well as the overarching social 
dynamics in the world, are based on the groups 
to which you belong, and their agendas. The 
agendas are, in turn, established and evolved by 
the player characters themselves. The design 
team will occasionally plant seeds for a given 
agenda, but the players can opt to go with the 
seeds or not. The social design of Asheron’s 
Call may well be the most intricate ever in an 
online role-playing experience, 

A final inspection shows that Asheron’s Call 
has been designed for the Internet from the 
ground up. The design structure itself reduces 
data handling and, hence, the effect of latency. 

We were amazed at how smoothly the game 
worked using a remote server. Of course, we 
haven’t yet triedjhis massively multiplayer gamr 




you to the traditional "character classes" of 
earlier role-playing games (bards, wizards, 
fighters, thieves, druids, and the like), but 
allows you to tailor a skill set at will. So, if you 
want to build a dreamthief 
character drawn from Michael 
Moorcock’s Fortress of the 
Pearl, you can create a reason- 
able facsimile based on skill 
selection, even if he/she 
doesn’t have exactly the same 
skills as in the book. 
Experienced RPG players will 
love the flexibility. 

Peer even more deeply 
and you discover a sensitivi- 
ty that’s often missing from 
RPG worlds. Most games 
use the idea of race to create 
distinguishing characteristics 
and attributes in both player 
and nonplayer characters. Yet 
the very use of race in this way can be divisive. 
Rather than serve as the underpinning for sto- 
ries that help us understand and improve the 
situation (Ultima VI is a sterling exception to 
this rule), such fantasy-based racism can sug- 


j^sheron's Call 

A surface glance at Asheron’s Call will give 
you a sense of deja vu. The first pages you 
see look a lot like an updated Wizardry with 


more character skills. A second look shows 
you that the view in the familiar window offers 
real first-person in 3D and an option for going 
full-screen with the action window. A deeper 
look reveals that the game does not restrict 
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rhousands of eyes are watching 
your every move, 
fhe next one could be your last. 


: THE B E I R fl n i 

You step off the plane in Turkey 
and are thrown into a murderous conspiracy. 
Decipher the ckies. Solve the mystery. 
Or pay with your life. 


www.planeTexplorer.com 


Receive a $10 rebate in the 
mail when you buy this game. 
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STORMFROKT 

STUDIOS 


Dtdve into 6 CDs featuring 
45 minutes of exotic video 
shot on location in Turkey. 


Immerse yourself in 360° I 

photographic environments Available on 
that bring Istanbul to life. Windows® 95. 


Journey into a corrupt 
world that stretches from 
the ancient past to tvorlds 
of virtual reality. 

[\rrrFn United Connection'^ Travel Planning Software is included in every game. 

CONN^TI*N Pu*‘«hase a United flight online by April 30, 1998, and receive a $25 Travel 

Certificate on your next United flight of $200 or more. Some restrictions may apply. 
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Itwilli thousands of simultaneous 
gamers. We just hope the theories 
will hold up. 

Unlike many online RPGs, 
Asheron's Call will be a premium 
game In which you can pay by the 
day or by the month. Additional lands 
and items will be added as the game 
needs it-and as the gaming public 
is willing to pay.-Jo/rnny L Wilson 




Skies 

Imagine a fantasy world of cloud 
castles and floating islands. That's 
the setting for Skies, Segasoft's per- 
sistent role-playing game of winged 
creatures, set to debut in mid-1998. 

You’ll choose from among angels, 
demons, dragons, and other winged 
creatures to play, but they won’t be 
the images you know from popular 
fantasy culture. Dragons might not necessarily 
breath fire, and an angel won’t always be 
good. Gamers will have the opportunity to cus- 
tomize their characters in unique ways so that 
each player character will be very different 
from the next. 

Characters in Skies will be skill-based, as in 
Ultima Online, not level-based. As you develop, 


ANGEL EYES The fantasy creatures in this world won’t necessar- 
ily follow the attitudes set by Tolkien. Expect surprises. 


your appearance will also change, meaning 
that players will be able to tell at a glance 
how powerful you are. The game world 
will comprise various locations above and 
below ground and in the sky. Segasoft 
also says that these locations will change 
dynamically according to your and other 
players’ actions. 

Segasoft is pushing its 
transactor technology as a 
prominent feature of Skies. 
Though we have yet to see it 
in action, transactors are digi- 
tal objects that are serialized 
and attached to specific char- 
acters. These transactors can 
be abilities or objects, and 
players will be able to cus- 
tomize their powers using 
these transactors. Your own 
character will be a transactor, 
called a LEDO (Limited 
Edition Digital Object), which 
you can trade with others. 

The transactor technology 
enables an open-market 
economy in which LEDOs 
and transactors can be 
bought, sold, and traded 
according to the demands for 


and scarcity of objects in the Skies gaming pop- 
ulation. Segasoft hopes that the dynamic will be 
similar to the card game Magic the Gathering, 
with transactors being the cards that build your 
LEDO, or hand. 

The game is played in third-person, and the 
graphics should be good, Segasoft has 
employed the talents of Michael Turner, 
of the comic heroine Witchblade, to develop 
characters and monsters in Skies. —Ellioll 
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Evave Or Die 


if Receive a $ 1 0 rebatu in me mail 
% when you ^ this game. 
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||SiiiUrH 


Play through 360 million Challenge up to 5 other Control more than 160 


years where life evolves at opponents as you play creatures as continents Available on 

30,000 years per second. across the whole planet. collide and break apart. Windows® 95. 
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DrcxTOnReolrns. 

where ^the unenpected 
happens everyday. 


If youVe ever dreamed of 
slaying a dragon, commanding 
magic with a word, or being a 
hero in a bygone age, you were 
dreaming of DragonRealms. 

play for 
two weeks! 


Join thousands already playing 
the must compelling online 
fantasy role-playing game 
ever designed. Interact with 
a vividly described world filled 
with puzzles, magic, adventure, 
excitement and even romance. 
Whether you are a novice or 
long-time player, every day in 
DragonRealms you will find 
new challenges to test you and 
new friends who will help you. 

Find out for yourself. 

Play FREE on the Web for 
two weeks. You’ll find out why 
DragonRealms has been one 
of the most popular games on 
AOL and Prodigy. After two 
weeks, pay only $9.95 a month. 
Enter DragonRealms 
today. 


= gp bimuTRonic:> 


play ri^ht now on the web ot: www.DRAgoNREALMS.NET/cjo/cgw30 
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An early screenshot from Wizardry VIII, which 
Sir-Tech is promising for a late '98 release. 


^efc-MedieVaJ 


lThe Five Greatest Computer 
le-Playin^ Games of All Time 


gamers found that Ihey couldn't necessarily 
count on nonplayer characters to share ammuni- 
tion, take the point, or perform dangerous deeds 
in order to save the rest of the party. Other nice 
touches included Danforth’s infamous “rabid 
dog" scenario, in which you were forced to pay 
the consequences of your deed. 

Betrayal at Krondor 

This game wasn’t special just because it 
brought Raymond E. Feist’s Midkemia to life on 
the computer screen, although that might have 
been enough. It was the first adventure game to 
try to give you a 30 first-person feel (even 
though some of the characters look like paper 
doils pasted onto the environment). It also 
offered a very fresh and new magical interface 
that worked wonderfully and fit the Midkemian 
milieu perfectly. All in all, a great game with solid 
balance and lots of surprises. 

Might AND Magic 

The first game in a hugely successful series. 
Might amd Magic redefined the term epic. It had 
the largest map of any fantasy RPG up to that time 
and featured the most upscale documentation for 


its era. Most of all, it had great pacing as you ■ 
maneuvered through intricate mazes in breathless 
suspense, a tremendous amount of hack-’n’-slash 
combat, a wide sampling of magical spells, and a 
simple, yet charming story. The graphics have 
improved over the years and its progeny, Might 
AND Magic VI, promises to offer another fresh per- 
spective with its 3D graphics and architectural 
styles, but there’s something special about the 
original. It’s tough, but worth it. 

Wizardry VI 

To many gamers, the Wizardry series as a 
whole could fill any list of the Top Five RPGs of 
All Time. It was the first maze-view dungeon 
crawl and offered deep and challenging role-play 
at a time when many computer games were 
merely stickman versions of Hack, a mainframe 
hack-'n’-slash game. Wizardry VI stands high as 
the first game in the series to blend fantasy and 
sci-fi into its realms and the first Wizardry game 
to offer full-screen color. Some gamers would 
argue that Wizardry IV is the best, given its dia- 
bolical puzzles and the opportunity you have to 
play the villain, but we chose Wizardry VI as the 
most accessible Wizardry yet available. % 


Crystal Ball 


G azing further into Ihe future, your RPG soothsayer sees a number of 
promising titles on the horizon. We predict that about the time you 
read this, you'll be hearing an announcement about Diablo 2- 
though Blizzard won't confirm this as we go to press. 

Last month's E3 roundup reported that Sir-Tech was working on Wizabdbv 
VIII. While this is still true, we have since learned that it will be a tall 1998 
release-at best. 

Finally, rumors abound about Ultima IX. Lord British and his minions at Origin 
all promise that this is still going to happen, but the immense difficulty of devel- 
oping Ultima Online has pushed the single-player game back to the point where 
no one is talking dates at all. 


f you had to name the five greatest com- 
puter role-playing games of ail time, you 
would probably pick the ones we’ve 
selected (or other entries in the same 
series). We’ve provided the complete 
games, for these live RPGs on this 
month’s CG-ROM. Pi^ them for yourself 
and see if you don’t agree with our reasons. 


Ultima IV 

When Richard Garriott decided to put virtue in 
Ultima IV, he wasn’t satisfied with preaching a 
static morality. He wanted, from character-cre- 
ation onward, to confront the gamer with moral 
dilemmas, challenging choices, and a powerful 
story. With the concept of avatarhood, Garriott 
^ succeeded in doing what many other role-play- 
i^ing games had failed to do: Cause gamers to 
. Rhink about real life in new and different ways. 

Wasteland 

With a story by Mike Stackpole (of BattleTech 
and X-Wing novel fame) and maps by Liz 
Danforth, Ken St. Andre, and others, Wasteland 
emerged as an epic game of postapocalyptic 
combat, mystery, and puzzles. For the first time, 
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TO AVOID BECOHINS LUNCH? 

Find out for yourself at 
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The New Generation of 3D Chips Comes of Age 

I n the computer-gaming business, there’s a 
hot new topic every year. 1996 was sup- 
posed to be “The Year of 3D Acceleration.’’ 

Uh-huh. Sure. 


Don’t get me wrong, there were some interesting point products. 
Boards using the 3Dfx Voodoo chipset stole the show with their stellar 
performance and image quality. Rendition proved you could have solid 
3D performance alongside reasonable 2D- and SVGA-graphics perfor- 
mance. Cards using the S3 ViRGE chip proved you could slap “SD" 


by Loyd Case 

onto the box and sell a lot of cards despite under- 
whelming 3D performance. Matrox proved there was a 
market for 2D/3D accelerators that left out certain main- 
stream 3D image-quality features. 

The hardware was there. It was the software that came 
up missing. For months, the only accelerated software titles 
out there came bundled in the same box with their graph- 
ics cards. A few titles shipped that offered support for a specific chip, but 
because Microsoft shipped DirectSD late, and because Direct3D proved 
somewhat difficult to use, titles have only just begun to hit store shelves. 

Despite this dearth, a lot of 3D cards were sold. One reason was 
the huge consumer education effort undertaken by many 3D vendors. 


A 
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Another reason was the huge 
success of the 30-accelerated 

versions of QuAKE-first, Rendition-acceieraled VQuake proved thal 
you could have significantly enhanced image quality and a good 
frame rale, then GL Quake arrived on the scene with its 
superb lighting and transparency effects. 

Another showcase title was Toms Raider from 
Eidos, with its beautiful, motion-captured virtual- 
action diva, Lara Croft. 

Enter the Hardware Onslaught 

S oon we’ll have a host of hot 3D iron, as well as 
some seriously accelerated 3D titles. If last year 
was the beginning, 1997 is the arrival. With 
any luck, 1998 will move along at warp speed. If 
you read our July 1996 issue, some of the 3D 
techno-speak covered here is probably old hat by 
now, though we’ll also tell you about some new 
developments of interest. But if you’re iust begin- 
ning to get versed in 3D, then this will be a good 
place to get started. 


BIUNEAR FILTERING Makes a texture map appear more realistic by averaging the 
color values of adjacent pixels. This blurs the pixels, reducing the blockiness when 
viewing the texture up close. If a board doesn't support this feature, you'll get point- 
sampling {on the left). 


FOG EFFECTS Blending 
objects in the distance with a 
fixed color yields a haze or 
foggy appearance. If a chip 
doesn’t support fog, it'll be 
pretty obvious. But looking at 
the image on the right, you 
see that fog can add tremen- 
dously to the overall effect in 
a game scene. 


Evolution of the 
Revolution 

I n the summer of 1996, 3D accelerators began to arrive in quick 
succession. Last year, we tested quite a few 3D cards, and a year 
ago a lot of these cards looked pretty good. There were no reli- 
able benchmarks on the market, DOS games were still king, and 
the handful of Direct3D games out were not very good at measur- 
ing performance. 

The landscape was divided up into the mainstream players, 
the upstarts, and the dedicated 3D chips. The mainstream play- 
ers-ATI, S3, and Matrox-delivered fast 2D cards, but had 
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PERSPECTIVE CORRECTION Perspective correction 
makes texture maps correctly converge at a given dis- 
tance, giving them a more realistic appearance when 
viewed from different angles. You can see in the shot 



on the left that without this feature, things can get just 
a bit skewed. 


mixed 3D performance. The upstarts included 
Rendition and NVIDIA, NVIDIA'S NV1 chip hit the 
market first, in Diamond’s Edge 3D, and attempt- 
ed much-trying to deliver sound and joystick 
support as well as graphics— but delivered too lit- 
tle. The Rendition V1000 series had some limita- 
tions, but proved that a combination 2D/3D accel- 
erator could pack a solid 3D punch without giv- 
ing up much 2D performance. 3Dfx and 
VideoLogic took radically different approaches in 
bringing dedicated 3D accelerators to market. The 3Dfx Voodoo chipset 
delivered stunning performance and image quality using a more tradi- 
tional rendering pipeline. The PowerVR chip took a more radical 
approach that eliminated the need for frame-buffer memory, but suffered 
Direct3D teething problems (see this month’s review). 

All of these players are poised to deliver new chips that promise sig- 
nificant increases in rendering performance. After wandering in the 
wilderness, NVIDIA has stormed back with the RIVA 128, a chip focused 
on just three things: hot-rod 3D graphics, superb 2D graphics, and digi- 
tal video acceleration. Rendition is set to deliver the V2200, which will 
offer a 3X performance increase in 3D and serious 2D and video fea- 
tures-all the while maintaining compatibility with the V1000. 

VideoLogic is bringing the second-generation PowerVR chip, the 
PCX2, to the forefront, while 3Dfx has given users a real Rush- 
Voodoo Rush, that is. Even mainstream stalwart ATI is poised to bring 
a potentially hot performer in the form of the Rage Pro-its third 
generation of 3D accelerators and probably the most innovative 
architecture it has done yet. 

Then there's software. While the controversy over the Direct3D versus 
OpenGL issue looks like a Tyson-Holyfield bite.. .er.. .bout (see sidebar), 
scores of Direct3D titles are set to be delivered this fall, OpenGL isn’t left 


out, though, since games based on the Quake engine will ail support 
OpenGL, and some of them promise to be blockbusters. 

It's the Experience, Stupid 

I t’S easy to overlook the fact that 30 graphics isn’t an end in itself but, 
rather, a means to deliver an immersive experience. Recently, we booted 
up the Direct3D version of MechWarrior Mercenaries on a Monster-3D 
card and were sharply reminded that it’s the experience that counts. 
Mercenaries is almost a different game using Direct 3D, with night battles 
taking on an eerie feel as laser bolts and missiles light up the darkness. 
Aiming seems much easier, and the ground looks a lot more real when you 
fall over after one of your mech’s legs gets blown off. 

Several factors contribute to an immersive experience. Certainly, frame 
rate is critical. The prettiest image quality is pointless if the game looks 
like a slide-show. On the other hand, if you can average a solid 25-30 
frames per second with the kind of image quality that 3Dfx delivers, 
40fps of blocky, pixelated scenery suddenly loses its appeal. So you 
need to weigh both issues: Look at the claimed image quality delivered 
by the 3D hardware and the frame rate actually delivered by a variety of 
games. Benchmarks like 3D WinBench help, but it’s really the games 
that tell the story. 
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Next month, we'll take a look at a variety of 3D accelerators and test 
them with several game titles, as well as 3D WinBench. 

Most accelerators support a variety of 3D features. The minimum set 
you need to look for is perspective-corrected texture mapping and point 
sampling. However, we believe quite strongly that bilinear filtering adds a 
lot to the mix, and MlP-mapping (see glossary) improves image quality, 
particularly in games with lots of movement across distance. Good 
transparency effects are rapidly becoming a must (think of the water 
effects in GL Quake). And fog effects can add that last little bit of 
verisimilitude-climbing to the top of a foggy hill in Mercenaries really 
keeps you on your toes. 

Finally, don’t discount the performance of the CPU. There’s a myth 
going around that a fast 3D card will make up for a slow CPU, but as our 
CPU testing last month indicated, that's not the case. Yes, a 3D accelerator 
will help an older system keep up with some games, but there's still a lot 
of geometry being calculated by the processor in order to give the acceler- 
ator something to render. 


Things to Come 

Next month’s graphics card roundup will consist exclusively of 3D- 
capable hardware. We have a number of very cool cards on the way, 
including your first look at several new AGP boards. Here’s just a taste of 
what’s in store; 

• Boards from Diamond and STB. using NVIDIA’s new Riva 128 chip 

• ATI’s new Xpert@Play, using ATI’s new Rage Pro 

• Two boards using 3Dfx's Voodoo Rush chipset from Hercules 
and Intergraph 

• Hercules’ and EISA’s new Permedia 2-based boards 

• VideoLogic’s Apocalypse 3DX and 5DX, using NEC/VideoLogic's 
PowerVR chip 

• Matrox’s new Mystique 220, plus a new 3D surprise they've got 
in the works 

• Number Nine Revolution 3D 

We’ll also give you an early look at 3D iron still in development, including 
Rendition's V2200, Tritech’s PyramidSD, and Oak Technology’s Warp 5 chip. 



TRANSPARENCY MnHODS These blend texture 
maps so that pans appear transparent. The tv;o 
primary techniques are color key (a single color 
is defined as transparent) and alpha blending (in 
which transparency values can vary according to 
the alpha value-usually 256 transparency lev- 
els). If implemented incorrectly, transparency will 
sometimes be drawn black, preventing you from 
seeing through the supposedly transparent 
object. Not a pretty sight. 
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GoiyCoinbitt Action; Brimming witli 170 horrifying 
enemies iuid 21 demented spells — each with a unique 
bloody graphic. 


rpic Production: A staggering 100,000-plus screens 
and 120 hours of blood-spraying adventure enhanced 
with 25 grisly minutes of liill-inotion, 3-D animation. 
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DirectSD versus OpenGL: 
The Debate Rages On 


by Dave Salvator 

icrosott undertook a major initiative about 
two years ago; To build a global 3D graphics 
Application Programming Interface (API) 
that high-performance games could use and 30 
chips could accelerate. Dubbed Direct3D, this 
API would let game developers write their game 
code once and have it mn on anyone's hardware, 
and hardware guys could write one set of drivers, 
meaning that most game titles would then run 
on their hardware. A great idea. A needed idea. 
So why has there been so much flak about this 
API? And what’s all this about OpenGL being a 
viable API alternative for 3D game development? 

Before its current incarnation, DirectSD was 
Reality Lab, a software-based (CPU-only) 3D 
API. Since Microsoft bought RenderMorphics’ 
API and rechristened it DirectSD, it has under- 
gone the growing pains of learning how to talk 
to 3D accelerators— something it wasn't accus- 
tomed to doing. Most graphics vendors had 
been focusing their efforts on fast 2D per- 
formance and had to quickly come up 
to speed on 3D. To allow them 
some breathing room, DirectSD 
implemented a feature known to 
programmers as "capabilities 
bits." Using caps bits, program- 
mers could ping a 3D accelera- 
tor's driver to see which 3D 
acceleration features it supports, 
use the ones it does, and disable 
the ones it doesn't. This allowed 
graphics vendors to more gradually 
implement their 3D acceleration features, 
rather than implement everything at once. 

So why the mckus? One inherent problem 
with “universal" APIs is what’s called API over- 
head, which tends to cause something of a least- 
common-denominator effect. The result tends to 
be more detrimental to stronger performers, 
meaning that the not-so-hot chips can come to 
the party too. Another issue was the sheer diffi- 
culty involved in using DirectSD, which Microsoft 
has recently tried to address in DirectXS, 

Combine these factors and the fact that sever- 
al graphics companies are effectively marketing 
their own "straight to the iron" APIs to game 


vendors along with the lack of compelling 
DirectSD titles, and you have a situation where 
no one is happy. Enter OpenGL. 

A Knight in Shining Armor? 

OpenGL is a road-tested, feature-complete API 
that some game developers are considering as 
an alternative to DirectSD. SGI, a maker of high- 
end graphics workstations, has taken up the 
cause of making OpenGL a viable alternative for 
developers who don't want to use DirectSD. Id 
guru John Carmack used OpenGL to create GL 
Quake, which has greatly fueled this ongoing 
debate because it showed that compelling games 
could be written using OpenGL. But Microsoft 
quickly countered by mnning GL Quake— with 
some code tinkering— on DirectSD. 

A consortium of game developers, led by 
Chris Meeker, asked Microsoft to incorporate 
OpenGL as the "guts" of DirectSD, and adopt it 
as the 3D API for games development. 
Microsoft balked, stating that its focus 
will be to make DirectSD its premier 
games API. Microsoft asserts that 
OpenGL isn’t the ideal platform for 
action games in which frame-rate 
takes priority over accuracy, but 
the developer consortium con- 
tends that they want a choice as 
to which API they'll use to create 
games. SGI has stepped into the 
breach and announced that it will sup- 
ply a hardware interface kit with which 
hardware makers will be able to implement 
OpenGL acceleration in their parts. 

It Comes Back to Content 

Where is this all headed? It boils down to 
which platform will have the most top-shelf 
games. Microsoft has a head start, and despite 
the early shortage of killer titles, the picture will 
be much rosier for the holidays, with Jeoi Knight, 
Sabre Ace, and Unreal all nearing completion. 
OpenGL has one feather in its cap: Quake; plus 
all titles written using the Quake engine. Many 
developers are looking at OpenGL; and SU-27 
Flanker and WarBirds 2.0 will support it. % 
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3D Glossary 

There’s a whole new jargon that comes with 3D 
graphics cards. Here’s a brief rundown of the 
most important features. 

GLUT COLOR LOOKUP TABLE A method of cre- 
ating texture pallets, which is a form of texture 
compression (by reducing the amount of mem- 
ory they need). Sometimes used in the absence 
of bilinear filtering. 

EDGE ANTI-ALIASING Gets rid of "jaggies" 
along the sides of polygons and smoothes the 
appearance of diagonal lines in a scene. 

HAL, OR HARDWARE ABSTRACTION 
LAYER Another name for the hardware driver 
software portion of DirectSD or any API that 
talks to the registers ol a specific chip. 

MIP-MAPPING MIP maps are multiple textures 
of varying resolutions that represent the texture 
when viewed from varying distances, and are 
swapped onto the texture as the viewpoint 
moves closer to the object. 

POINT SAMPLING The simplest method of tex- 
ture mapping, where a single pixel of a texture 
map is drawn as a single texei with no filtering. 

SPECULAR HIGHLIGHTING An effect applied to 
a texture to make it appear to be lit. 

TEXTURE MAPPING Applying a bitmap to a 
polygon to make it appear more realistic. 

TEXEL A pixel tram a texture map that has 
been applied to a polygon. 

TRILINEAR MIP-MAPPING A more elaborate fil- 
tering technique whereby the four neighboring 
pixels from the current MIP map and the four 
neighboring pixels from the nearest MIP map 
are averaged. This can produce a smoother 
effect than bilinear filtering. 

Z-BUFFERING A technique for managing which 
surfaces are visible along the distance axis (z- 
axis) by storing depth values before calculating 
hidden surfaces. It is more CPU- and memory- 
intensive than the less-accurate z-sort method. 
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we Year. 


Car & Pedestrian Magazine 


“Best road-kill 
compacter in 
its doss. ” 

J.D. Cower & Associates 

“It slices, it dices, 
it wipes clean in 

aJw” 

Consumer Contorts 


GRAPHICS ENGINE 
FEATURES USER- 
DEFINABLE CAMERA 
ANGLES, INSTANT 
REPLAY AND SVGA 
OPTIONS 



VEHICLES, EACH 
FEATURING ACCURATE 
DRIVING PHYSICS AND 
REAUSTIC COLUSION 
DAMAGE 


AND 5 DIFFERENT RACE 
ENVIRONMENTS FEATURE 
COMPLETE FREEDOM OF 
MOVEMENT 


INCLUDES 7 MODES 
AND 3 UNIQUE TRACKS 


Pedestrians =POiNT s! 



BY GAMERS. FOR GAMERS."' 


* Shown with optional hood ornament. 


Some race for glory. Some for money. Then there are 
those who drive for the sheer ecstasy of crunching bones 



against their bumper. 

Introducing Carmageddon 
The racing game that se 
the men from the grease 
spots on the road. 

Drive whatever you want, 
wherever you want, over 
whoever you want. You make 
the rules. 

Available now at CompUSA, Electronics 
Boutique, Best Buy, Egghead, Babbage’s 
Fry’s, Circuit City, Hastings, Musicland 
and other participating retail outlets. 

Available on PC CD-ROM 

Test drive the demo at www.interplay.com 


SWMACtHSHUnNING REAUSM . 


520 HORSES UIMDER THE HOOD. 
EVEN MORE PEDESTRIANS ON TOP. 



GjMGEDDQN 


TM HlGH-TENSILE-SmENGm STEEL 
BODY PANELS PROVIDE THE 
DURABILfTY YOU NEED, 
IMPACT AFTER IMPACT. 







The racing game for the chemically imbalanced. 
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TURN HITLER’S DREAM 


INTO HIS WORST NACHTMARE. 



THE WORLD’S MOST POWERFUL WEAPONS. 

The menace of the past has gotten his hands on the 

technofogy of the future. It's up to you to make sure 

his plans blow up In his face. 

• Pilot the Apache attack helicopter over land and 
sea to complete specific objectives and ensure 
the Allies' success. 

• Real time gameplay requires swift action in 
order to mirror actual time line of the Normandy 
invasion. 

• Unload Seal Team members to retrieve informa- 
tion and destroy enemy installations. 

• Modified weaponry includes 1942 era planes with 
vertical takeoff and landing capability, tanks with 
laser sighting and nuclear-equipped zeppelins. 

• Simple controls allow for fast-paced arcade action 
in first or third person. 

http://www.playmatestoys.com 
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This Is Not 
Your Father’s 

New Appendages Coming to a Rig Near You 


F 


ortiic hist 
four or 
fi\'C yciirs, 
cliaiiges 
ill the PC 
have been 
somewhat 
c\t)!ution- 
ary. 'I'hc 
last realiv 
significant 
cliangc u-as the addition of tlie PCI l)us- 
Othcr than that, it’s been incremental 
inipro\emcnls— faster processors, dif- 
ferent niemor)’ fomiats, AIX fomi factor 
for motherboards, and so on. Fven 
Window's 95 was an esolulionar)’ 
improvement, although [DirectX may 
eventually revolutioni/e the program- 
ming of PC games. 

In the next year, though, several inno- 
vations [rromise to utterly alter tlx; face of 
the PC — and tlie result will be prett)' 
alien compared with what we have lochi}'. 


TODAY'S BEIGE BOX 

All computers on the markel today arc 
basically similar to one another. Inside 
they have a motherboard with some PCI 
slots and some ISA slots. 'I here arc aLso 
memory .slots— 72-pin SIMMs arc still 
prevalent, though the shift to DIMMs is 
accelerating (DIMMs allow you to 
u])gracle )'our memory by adding a sin- 
gle module at a time, nilhcr than in 
pairs). /Ml s}'.stems now' have two built-in 
IMDF. connectors for disk drives, a flop- 
py' disk drive connector, .serial ports, and 
parallel ports. 'Iliere are also kcvboard 
connectors and, usually, a dedicated 
PS/2-.st\ie mouse connector (although 


there may just be pins on tlie mother- 
board — in this case you hav'c to supply 
the mini-DlN connector). 

Disk drives, CD-ROM drives, and 
floppies are mounted in bays. Some of 
the more clever designs use trays that 
snap out easily, but attaching the actu- 
al ribbon cable is often a chore, even 
for an extremely dexterous person with 
very small hands. Although some sys- 
tems come with built-in graphics and 
audio, for the most part expansion 
cards in.serted in slots handle the 
graphics and audio chores. 

i\s I’ve built more and more s\s- 
tems. I’ve become increasingly 



> Taking a Gander 
at the Ins and Outs 

If you’re about to install a new piece 
of hardware and want to see what 
resources are available— let's face it, 


comfortable w'ith this paradigm. As 
paradigms go, though, it’s very‘’high 
priest," In other w'ords, you’ve gotta be 
w'cll versed in the appropriate reli- 
gious. . .er. . . 1 mean. . . Icchniciil 
dogma to make it all work. 

I’ve never been much for dogma, 
though. Wliile its fun knowing all this 
stuff. I’ve akvays believed that a PC 
should be at least as easy to run as a 
car— and maybe even as easy as your 
home entertainment center, fniose of 
you who will crack wise about setting 
the clock on VCRs haven’t kept up. 
\''CRs can now' set their own clocks.) 
As for me, I no longer get cheap thrills 


Plug-and-Play doesn't gel it right all 
the time— you can get a listing by 
IRQ. DMA, and Base I/O address. 
Right-click on the My Computer 
icon, and select Properties; then 
go to the Device Manager tab 
dialog, and double-click on the 
Computer Icon. 


Viow Resources j Reserve Resources j 
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f Direct memory access (DMA) 
MsTioty 


Setting 

Hardware using the setting 

I 

300 

System timer 


Jtgoi 

PC/AT Enhanced Keyboard (1 01 /1 02-Key) 


ao2 

Programmable interrupt controller 
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Communications Port {COM2) 



Communications Port (COM1 ) 
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IRO Holder (or PCI Steering 
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3Com Fast Elherlink 1 0/1 00Mb Bus-Master PCI Ethernet Adapter 
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Standard Floppy Disk Controller 
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m t In the 
next year, sev- 
eral innova- 
tions promise 
to utterly alter 
the face of 
the PC. p 9 






TECHNOLOGY 


LOYD CASE 


by slicing my fingers trying to insert 
another $&%@!! interface card. 1 want 
a revolution, dammit. 

THE PC IS DEAD. LONG LIVE THE PC. 

Tlie boys in Redmond (Microsoft), 
Intel, and a number of systems and 
peripherals vendors have gotten togeth- 
er to redefine the personal computer. 
Hie main idea is to make everything 
easier to set up and easier to use, 'Fliey 
even plan to make unattended setup 
more feasible. A whole host of tech- 
nologies is being brought to the table. 
W'liat follows is a laundr)' list of some 
of the items. If you want to take a look 
yourself, download the preliminary 
l'’C-98 s])ec from Microsoft at 
www.microsoftcoTn/hwdev/pc98.htm. 

There won’t be a single PC standard. 
Tliere will be a basic PC-98 standard, 
which all the others have to begin with, 
but they’ll diverge from there. There’ll 
be a“consumcr PC 98," an '‘entertain- 
ment PC 98,” and a “workstation PC 


98." ITic version we’re most interested 
in is the entertainment PC 98. 

LIGHT MY FIREWIRE 

One of the most important features 
is high-speed connecti\’ily. llie PC-98 
.spec calls for IEEE 1394 as a primary 
high-speed interface. IEEE 1394 began 
life as Firewire, a .serial link for high- 
speed peripherals (ironically, it was 
invented by Apple). Peripherals can be 
daisy-chained together, and Microsoft 
is calling for a minimum data rate of 
600Mbits/sec, or roughly 75MB/sec. 
'^riiis is some serious bandwidth, folks; 
it’s suitable for hard-drives, which are 
one of the connection options. In fact, 
embedded deep In the document are 
words like “EIDE drives should be con- 
nected via IEEE 1394." This will cer- 
tainly make it much easier to connect 
high-speed peripherals. 

IEEE 1394 is also good for anything 
that requires a big pipe for data. One of 
the other interesting features that will 


be included is video capture. Yes, you’ll 
be able to take your camcorder or VCR 
and capture video to your hard disk for 
editing. DVD drives will also likely be 
attached by IEEE 1394, as w'ili printers 
and scanners. 

UNIVERSAL ACCEPTANCE 

'file other main connectivity source 
will be the Universal Serial Bus (USB), 
which ma\’ pro\'e more significant than 
Firewire from a day-to-day usage per- 
spective. In the future, you'll connect 
your keyboard, mouse, multiple joy- 
sticks/controllers, modem, and other 
serial devices by USB, ’Hie cool thing 
is that USB is “hot-swappable.” You 
plug the device in, the system auto- 
configures for it (no reboots, folks), and 
off you go. You may ha\'e to install a 
driver the first time you connect it, but 
that will just mean popjDing in a CD 
and walking away— the PC-98 spec 
talks often about installation w'ithout 
user intervention. 



"A DOUBLE MUST-HAVE. 

Anyone who plays computer games 
will want this AMAZING CHAIR!" 

Marc Spiwak 
POPULAR ELECTRONICS 

'7 could actually FEEL the punch of 
the afterburner!" 

Ed Diile, ELECTRONIC GAMES 


HOW IT WORKS 

A 1 00 watt subwoofer built into the base 
generates low frequency sound that resonates 
through the wave chamber hidden Inside the 
chair. Thus you not only hear but FEEL your 
simulation. Paired with your amplifier, the 
ThunderSeat makes your favorite flight sim as 
realistic as It can be without a motion simulator! 

OPTIONAL SIDE CONSOLES 

Put your favorite joystick controls and mouse at 
a convenient position. Add a keyboard holder 
and you have the perfect setup for both flight 
simulation and office work. 

Shalfe Rattle and Roll 
for as little as S1S0.0S! 


For a FREE CATALOGUE CALL 

1 • 800 • 8‘THUNDER 


ThunderSeat Technologies 

17835 Sky Park Circle ■ Suite C 

Irvine, CA 92614-6106 

714 -851-1230 fax; 714 -851-1185 


Feedback System Used in 
Real F-16 Simulators 

“Virtual Utopia!” 

COMPUTER SHOPPER 
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The ultimate 

3D & video 

entertainment 



Matrox intwduces its ne.w line of graphics and video accelerators 

* 

Get ready for the ultimate in home PC entertainment. By 
combining the Matrox Rainbow Runner Studio with the new 
Matrox Mystique" 220 graphics accelerator, you'll be set to 
explore the latest in 3D and video. With the mind-blowing 
speed of Mystique 220, you'll be ready to fly, blast, or tunnel your way 
through all your favorite 3D games, 2D Windows, and video applications. 

Then when you add the Rainbow Runner Studio card (sold separately) you 
can create and edit high quality home movies just like a pro. The $500 of free 
software even lets you edit in Hollywood style special effects, titles, and sound. 

You can also play PC games on your big screen TV. Video conference over the Net. 
View tull-screen hardware MPEG1 video, and much more! 

* 

As the winner of over 250 awards for our worid renowned products, Matrox is the leader 
in developing state-of-the-art technology that is reliable and easy to use. GhoosS"the 




leader in graphics and video. Choose Matrox. 



Molm ovlpeilormslhe compelilion (}6-bit) 



Matrox Mystique 220 

Ideal for Windows 95 applications, 3D 
games, MPEG1 video, and much more! 

Comes witti 5 free software titles including 
Disney's Toy Story, Electronic Arts' 

Moto Racer GR Kai's Power Goo and more! 



Matrox Rainbow Runner Studio 

jT Ideal for video editing, video conferencing. 

* PC to TV outpftt, 'PC-VCR' video capture, jg 
and hardware MPEG video. 

• Includes 4 free software titles. $500 value. 

Hi 



a free matrOX board check out 

www.matrox.com/mga/cgw 

1 >800-362-9349 

‘ Estinialfld street price. To use Rainbow Runner Studio you require a Matrox Mystique or Mystique 220 graphics accelerator. All performance tests corulucied by Matrox Graphics Inc. on a Gateway 200 MH; MMX with 32 MR of 
RAM and 5)2X cache. Matrox Mystique 220, Diamond Stealtli 30 2000 Pro, Creative 3D Blaster PCI, and ATI 3D Xpression + PC2TV, were configured with dMB ol memory using driver releases 3.62, d.03.00.3207, 4,02.0204, 
and 4.03.002162 respectively. WinBench 97 business tests conducted at 1024x768© f6-bit at 75 Hr using small fonts under Windows 95. 3D WinBench 97 tests conducted at default resolution 540 x 480© IB-bit at 75 Hr 
with DirectX “ 3a using sinatl fonts under Windows 95. 3D Winbench settings were dictated by Quality Suite responses for the respective products. 
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TECHNOLOGY 


LOYD CASE 


THE BIG SLEEP 

How the computer handles power 
will be very different from today as 
well. The power switch in the future 
PC will not be a real power switch but, 
rather, a “sleep” switch. \Vlien you 
punch the power switch, it will go into 
a very low-power, quiescent mode. 
Press the button again, and you'll find 
yourself just where you left off. I can 
just imagine doing this in the middle 
of a Quake level; “Ohmigosh, a Vore! 
Hit the power switch!” Imagine the 
reaction when your spouse comes 
along and turns on the computer .... 

You’ll be able to turn tire computer 
completely off by selecting Shutdown from 
the start menu. Can you sa)' “Macintosh”? 

THE MORE THINGS CHANGE... 

\Vliat about "legacy” devices? One 
key feature that will be missing are ISA 
cards. In facL the PC-98 people would 
love to do away with ISA slots entirely. 


Since most audio cards are ISA, the 
sound card and modem vendors had 
better move to PCI, USB, or IEEE 1394 
pretty quickly — and it seems they will, 
what with audio migrating to PCI and 
modems going to USB. Its very likely 
that next year’s PC will still have serial 
ports, parallel ports, and so on, but the 
move to faster, friendlier connectivity 
will be strongly encouraged. 

The biggest change on the graphics 
front, without a doubt, will be the new 
Accelerated Graphics Port (AGP) 
architecture, w'hich will move graphics 
off the PCI bus and onto the main 
memory bus itself. Tliis migration will 
make room for other PCI devices (disk 
controllers, sound cards, and the like) 
and give graphics up to a 4X bandwidth 
increase, w'hich will be vital for more 
complex 3D games. Other changes are 
less dramatic: All PCs will have TV out 
and 3D acceleration. In fact, one gem 
buried in the PC-98 spec is that MS 


Internet Explorer 4.0 will use 
Direct3D— forXTlML, but also for 
user-interface tweaks. So, 3D will be 
the mainstream. 

PLUG IN AND PLAY 

Finally, there’s DeviceBay, an emerg- 
ing standard for expanding your system. 
Instead of popping open a case, cutting 
your fingers, and trying to use screws 
made for inhumanly small hands, you’ll 
just pull out the old device and insert the 
new' one. This will work for all de\'ices 
except graphics and )'our boot drive. 
Upgrading to the latest, fastest, biggest, 
w'liizbang device will be a cinch. 
DeviceBay makes use of IEEE 1394, 
which allows devices to be hot-swapped. 

So it looks as if the PC for the millen- 
nium will be easy to configure and 
upgrade; and it will be very, very fast. It’s 
the Nirx'ana that all computer gamers 
dream of Now if w'e can only get DirectX 
to install that easily.... % 
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yjljis is the 125th Anniversary of Arbor Day, 
the tree planters’ holiday. This year The National 
Arbor Day Foundation asks you to plant Trees 
for America, and provide for their care. 

Trees Make a World of Difference. Thanks to 
trees we enjoy shadier streets, greener city parks, 
and friendlier neighborhoods. Trees also produce 
oxygen, absorb carbon dioxide, and help keep the 
atmosphere in balance. 

This year, plant Trees for America. For your 
free brochure, write: Trees for America, The Na- 
tional Arbor Day Foundation, Nebraska City, NE 



www.arborday.org 







Force feedback adds the sense of touch to supported 
games so you can actually feel the game. But a force 
feedback Joystick isn’t worth a dusty Pong If the stick 
is pulling processing power from your computer 
and slowing down your game. That's 
why the Microsoft® Sidewinder® 

Force Feedback Pro has a 
25IVIHZ 16'bit “force co-processor" 
that does all the force computation on 
the stick. Which means your computer 
feels nothing, and your games are never 
slowed down. Force Feedback Pro is as 
much as six times faster than 
other force sticks. So you’ll 


The stick is also oaslly 
customizable, so in Just a few 
seconds you can program each 
button the way 
you like to play. 

And forget port 
hogging. Force 

Feedback Pro has only one computer 
cable and plugs into your gameport. 

Plus, you can test all these features 
right away with the three killer games 
included In the box: Interstate ‘767 Star 
Wars® Shadows of the Empiref 
Battle of Hoth7 and 


see and feel every 
Uzl recoil, every 
stall on take-off 
from O’Hare, 
and every nine- 
iron you shank to 
the left. 

There’s also real 
rocket-science stuff Inside 
the Force Feedback Pro. Like 

Microsoft-patented digital-optical 
Imagine a tiny infrared camera that detects 
handle and throttle motion to within one- 
hundredth of a degree without any 
wear or calibration. 


MDK; Mission 
Laguna Beach."* 
The Microsoft 
Sidewinder Force 
Feedback Pro. It’s 
designed so that 
everything In your game 
will be felt. But only by you. 
For more information (yes, 
woiieve it or not, there is more], go to 
www.microsoft.com/sldewinder 


Feedback Pro 



© 1997 Microsoft Corporation. All rights reserved. Microsoft. Sidewinder and Where do you want fo go today? are registered tradomarke of Microsoft Corporation. Activision 
Is a registered trademark and Interstate '76 la a trademark of Activision, Inc, Star Wars is a registered trademark and Shadows of the Empire and Battle of Hath arc trademarks 
of Lucasfllm Ltd. MDK. MDK: Mission Laguna Beach, tha MDK logo, and tho Shiny logo aro trademarks of Shiny Entortainmont. Inc. 
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-k-k-ki REVIEW • IHTERGRAPH TD-25 SYSTEM 


Price: S2,899 
with 17" monitor 
Vendor: intergraph 
Computer Systems 
(800) 692-8069 
www.intergraph.com/ 
express 
Reader Service #; 316 


Mean Machine 

Intergraph Delivers Much Performance Though Few Extras 

by Dave Salvator 



ntergrapli is not a name known to 
most gamers. But anyone w'ho's 
ever shopped for a 3D worksta- 
tion lias undoubtedly heard of 
tliese guys. As the consumer PC 
space begins to eoncentrate 
more on 3D graphics, Intergraph 
lias junijjed into the fray with a 
\ arict)' of system offerings, and 
these boxes arc priced to move. 
Intergraph also has a build-to-order, 
dircct-purchasc Web site where you can 
build the rig you want, with all the bells 
and whistles, and find out the total price, 
"file 'rD-25 is Intergraphs higher mid- 
range system, using Intel’s 233MHz 
Pentium with MMX (P55C), and what it 
lacks in extras, it makes up for (some- 
what) in performance. 

Setting up the TD-25 is fairly straight- 
forward, though none of tiic ports on the 
back of the box are labeled. Tire docu- 
mentation, though somewhat brief, 
makes setup easy, and within about 10 
minutes, tlie TD-25 is good to go. Tlie 
innards are easily accessed sans tools after 
removing sLx “thumbscrew's,” and tlie 
interior laj'out allow's eas)' access to most 
system components. Tlie Phoenix BIOS 
is pretty rudimentary, and doesn’t allow 
for much in the way of low-level tweaks. 

Tlie unit we evaluated included a key- 
board with embedded speakers, which 
may be fine for corporate types ivho 
want to hear‘'ding” every lime the)' do a 
no-no, but for gamers these speakers 
clearly are not up to the task. Intergraph 
was investigating speaker upgrade 
options at press time. 

We did encounter several other 
rough edges along the w'ay: For starters, 
the DOSSTART.BAT isn’t properly 
configured to bring up real-mode dri- 
vers for the soimd card and CD-ROM 
drive. Also, Intergraph doesn’t include a 
copy of DirectX 5.0a (current version) 
on the hard-drive to re-install drivers 
should a misbehaving game hose your 
DirectX setup. 




RUNNING THE NUMBERS 

Tlie TD-25 is the first sj'stem we’ve 
seen that ships w'ith a graphics board 
based on Rendlions Verite 1000 chip in 
Intergraphs own Intense 3D 100 with 
4MB of EDO DRAM. Intergraph has 
done some dee]) tweaking on the 
Windows 2D drivers, and deliiers solid 
numbers on tliis front. Tic other good 
news is that tlie TD-25 w'iil run all 
Rendition-ojitimizcd titles. 

For comparison, we stacked up TD-25s 
numbers against those recently posted Iiy 
Falcon Northwest’s \enerable fi\'e-star 
200Ml-lz Hiilcon Mach V In Windows 95, 
TD-25’s Grapliics WiiuVlark numbers arc 
not far behind those of Mach V at both 
800x600x24 and 1024x768x16. 'ID-25s 
CPUMark scores are about 20 WnMarks 
aliead of Machy tliough this is due in 
large jiart to TD-25’s faster 233MI-lz clock 
speed, so we’ll call that one a draw. 
Looking at tlie storage sub-s')’stem, 119-25 
is 100 WnMarks slower on the Disk 
WinMark than Mach V, though its CD- 
ROM pcrfomiance is a hair faster. But 
with tlie .slightl)' faster CD-ROM perfor- 
mance comes higher CPU usage: 78 per- 
cent, coni])ared with Mach Vs 46 per- 
cent. In 3D WnBench, 10-25 is cleariy 
bested by Mach \{ scoring 5l WnMarks 
to Mach Vs I32. It warrants mention that 


DirectX 5, w'hich sliould 
be -shipping as you read 
this, can use DMA.1liis 
will boost 3D WinBench 
scores for all Rendition- 
based boards. 

Win 95 titles generally 
nin well, though wIku 
ninning tire Dircct3D ver- 
sion ofMDK(withtlx; 
patch), certain scenes have 
incorrect colors. But 
USNF ’97, MoToRsciiit 
CP, and Psygnosis’ 
FoitWUlAlmn fine. 

In DOS, ID-25 pretty 
much paces Mach V in 
QUAKt'^s TmcDcmo tests Ixith at 320x200 
and at 640x480. Running at mode 0 (x- 
modc, 320x200) tlie ID-25 has choppy 
audio, hut Intense 3D 100 supports VESA 
disi>lay modes, and using vid-mode 11 
(320x200) IcLs Quaki-; use Verites much 
faster ILISC core and .solves tlie audio 
problem. j'Mso, ID-25 mas VQu/\k 1 ';, the 
first 3D chi|)- 0 ))timi/.ed version of Qi AKI'., 
with a similar glitch at 320x200, but at 
640x480 is \er)'pla)'able and looks great. 

In CBenchs SVG.A-graphics test, TD-25 
and Mach Vareeven. 

1D-25 turns in posith'C ]3erfonnance 
numbers, despite a few rough edges. Hiese 
numbers are all tlie more impressive con- 
sidering tliat Intergraph costs under S3 ,000. 
If )'OU alrcad)' have game contKillcrs, a 
good set of speakers, and a .s]3ccd)' modem, 
this rig will scrvcj’ou well. If not, be pre- 
pared to source out tlx; e.\tras elsewfiere. S 

^APPEAL: Gamers looking to 
upgrade their current rig who don't 
need new peripherals. 

►PROS: Solid 
performer across 
the board; pain- 
less setup. 
kCOHS: lack of 
extras; some dri- 
ver trouble with 
Direct3D games. 
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REVIEW • ARCADIA AR 27 MONITOR 



Price: S999; $799 
without speakers 
Vendor: Princeton 
Graphics Systems 
(800) 747-6249 
www.prgr.com 
Reader Semce (f: 317 


Seein’ the Big Show 

by Dave Salvator 


W hen it conies to dis])lays, bigger 
is better. yXs first-person games 
have become all the rage for 
sliooters, flight sims, and driving 
titles, tlic bi^cr picture can go a 
long way toward total immeision. And 
while 17-inch monitors have become 
affordable, larger dispia)? (over 20 inches) 
have remained ex])ensive. Until irow. 
Princeton Graphics has unveiled its 27- 
inch Arcadia Home Monitor, tlieAR27, 
both with and without .Sjieakeis, and both 
units are less than S1,000, 

The first thing you irotice alxiiit llie 
Arcadia is tliat its huge, and Ixiavy', You’ll 
need a pretty big space, and you'll definite- 
ly want lielp getting this belicmoth set up 
uiJess you’re fond of liemias. Once you get 
the monitor in position, llic remainder of 
setup is a breeze. Arcadia’s maximum reso- 
lution is 800x600, with a top vertical refresh 
of 60Hz.Tliis isn’t that much of a limita- 
tion; remember, its a 27-inc!i monitor. 


Arcadias versatile audio/video ias and 
outs include VGA, three video (two com- 
posite, one S-video) inputs, and two stereo 
audio inputs. Tliere’s also an audio out that 
acts as a pass-tlirougii so you can noulc 
your audio signal to your stereo amplifier. 

At 800x600, the monitor’s image 
quality is solid across the board. Using a 
testing tool developed by sister publica- 
tion Computer Shopper, we looked at 
focus, geometry, convergence, color 
fracking, and flicker. On all fronts, 
Arcadia delivers sharp image quality. 

On the flicker test, there is no notice- 
able flicker. 

Game video looks great, and having a 
screen this big makes playing games of 
any genre more enjoyable, ’fuming off all 
the room lights and running QUAKii 
through a 27-inch monitor made for an 
eerie experience indeed. VCR video also 
looked fine running through one of 
Arcadia’s composite inputs. 



'fliconlymild 

disappointment was the embedded S]x;ak- 
ers' sound quality, Bass respoase was sur- 
prisingly good, considering tlie absence of 
an external woofer, but the mids and highs 
were muddy. If you’ve got a good pair of 
speakers, opt for tlie speakeHess version, 
and yxiu’ll be fine. 

If you’re looking to build your own living 
room PC, or just want a colossal screen for 
all your gaming ad\'entures, Arcadias Al^7 
is a great choice. 


^APPEAL: Gamers looking for a 
flickin’ huge monitor. 

^PROS: Huge viewable screen, 


great image 
quality; multiple 

AV inputs; 
inexpensive. 


★ 

kCONS: Very 



quality is so-so. 


s 
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REVIEW • YAMAHA SYSTEM 25 


Price: $129 (MSRP) 
Vendor: Yamaha 
(714) 522-9000 
www.yaniaha.com 
Reader Service ft: 318 


Big Sound, Small Price 


by Loyd Case 

I he System 25 is Yiinaha’s 3-spcakcr 
entry into the budget category, 
consisting of a powered bass unit 
and two satellites, llie list price is a 
mere $129, but its likely that the 
street price will be under $100. 

Haul the System 25 out of the box, 
and you’ll be amazed at just how' liny the 
satellites arc. Measuring a scant 3.5x2.5 
inches (about 4.5 inches deep), they can 
either be placed on a desk or mounted 
on a monitor. Miniature stands attached 
to each satellite swing out so that you 
can easily adjust speaker angle. 

Setup is straiglitforward. llie .salellites 
plug into die bas.s unit— and Ihe connec- 
tors are different, so you can’t make a mis- 
take, Tlieres a power Ixillon and volume 
control on one of tlic salellites. Tlic bass 
luiit has its own bass boost control. You 
plug your sound card ouqnit into one of tiic 
two input sockets on tlie back of tlie bass 


module, Tlie [xiwer supply is built into tlic 
bass unit— no power brick, thank die gods. 

1 tested diese speakers with a wide array 
of music and had a very odd reaction. 
High-end response is quite good for such 
tiny' units; bass response is surprisingly 
robust and voices sound lively and reali.s- 
tic. But die overall feeling left me wanting, 
and it tooka wMe to realize wliat was hap- 
pening. Stereo imaging Ls very precise — 
note that I didn'tsay accurate— but Uk 
entire stereo image is between the two 
speakers. Wlien you set them on eitlicr 
side of a monitor (a typical setup for home 
or office computing) the imaging is very 
two-tlimensional. Tliere’s no feeling of 
depth at all, as if die entire band or orches- 
tra has been squeezed down into a two- 
foot wide space. So these aren't tlx; great- 
est sjieakers for music. 

Games are anotiierstory. I ran Qli/\KK, 
Janes new 688i, RedAieki; and Wing 



COMM/\NDliR III ' 
through diem, and for ^ming they sound 
quite good. Tlie compressed stereo imag- 
ing seems nearly ideal for game playing. 
Voice and sound effects sound great, and 
game music sounds just fine, although you 
won’t shake aiy rafters with the System 25. 

For about a hundred bucks, these little 
guys deserv'e some serious consideration. 
Check ’em out. ^ 


^APPEAL: Gamers on a budget 
looking for good sound. 

>PROS: Easy setup; good sound 
quality; compact 
; low price. 
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CALL TOLL FREE: 

1-888-FALCON-1 

'mvvv.falcon-nw.com 
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Custom built PCs starting at $2,495 for game playing, graphics, 
game design - or even getting some work done 




Micron'" Millennia 


MICSONKHLUNNIAMme 


Intel 233fittlz Pentiuin'’ processor with MMX" technology 
64MB SDRAM 

6.4GB Ultra ATA hard drive 
24X £IDE variable speed CD-ROM 
17" Micron 700FG>, .26ilp (16" display) 

S12KB pipeline burst cache, flash BIOS 
100MB Iomega Zip drive, 3.5" floppy drive 
32 voice wavetable stereo sound 
USR Sportster 56K (2 data/fai; modem* 

PCI 64-bit 3D video, MPEG, 4M8 EDO DRAM 
Microsoft' Intellimouse USB connections 
Microsoft Windows' 95 and MS' Plus! 

Microsoft Office 97 Small Business Edition Pah 
Choice of hticron Software Solutions Pak 
5-ycar/3-year Micron Power" limited warranty 

with Hitachi 19" SuperScan CM 751 (18" display) 

.26dp color monitor add $300 


? 2,699 


FUSION 30 OPTION PAK 


DVD-ROM," DVD software 

E4 Cool DVD PCI decoder card: 6 channel AC-3 to 2 channel out 
capability, SPDIF output (digital audio out) 

AVE 64 PCI sound card 

Cambridge SoundWorks/MIcroWirks • 2 speaker satellite with 
subwoofer stereo system 
Monster 3D graphics card with 4MB memory 
Fusion 3D game pak: Mech Vl^rrior 2: Mercenaries 3Dhi version, 

AH-G4D Longbow, ll.S. Navy Fighters '97, Command^_^_____ 

& Conquer. Popular 3Dfi Racing Sim AA SC/in 

MSSidewinder Pro Joystick / AKU add fa49 

V iyiMEadd‘699 


MICBONMimNNiaXKii 

Intel 300MHz Pentium II processor (features MMX technology) 

128MB SDRAM 
8.1GB Ultra ATA hard drive 
24X EIDE variable speed CD-ROM 
17" Micron 700FGi, .26dp (16" display) 

824401X chipset 

512f(B internal L2 cache, 2MB BIOS 

lOQMB Iomega Zip drive, 3.5" floppy drive 

32 voice wavetable stereo sound, powered speakers with subwoofer 

USR Sportster S6K i2 data/las modem* 

ACP 128-bil 3D video with 4MB SCRAM 
Microsoft Intellimouse, USB conneclions 
Microsoft Windows 95 and MS PlusI CD 
Microsoft Office 97 Small Business Edition 
Choice of Micron Sollware Solutions Pak 
5-yr/3-yT Micron Power limited warranty 


with Hitachi 19" SuperScan CM 751 (18" display] 
.26dp color monitor add S3D0 




Here comes the 
annoying neighbor kid 
going 'whatcha doin'? 

'wanna play’? She's 
just one more reason to 
stay in and play with your new Micron 
Millennia PC. 

Designed to run even the most 
graphic-intensive games and Internet 
entertainment, you'll get awesome 2D 
and 3D graphics cards, the screaming 
speed of Intel's processors, and more. 

We pack the Millennia XKU with 
the Pentium II processor featuring 
MMX technology, and the MME with 
a Pentium processor with MMX 
technology. Add our Fusion3D 
option, and you'll get DVD software, 
Monster 3D graphics card, AWE 6A PCI 
sound card, a two speaker satellite 
with a subwoofer stereo system - 
and five of the most intense 
multimedia games available today. 

Well include a software pack with 
every Millennia. You choose one of 
four bundles. 

Don't stress. You always have 
Micron’s award-winning customer 
support — 24 hours a day, seven days 



Pentium* 


a week - and one of the best 

*Maii[num transmission speed of up to 56Xbps when downloading data and 33.6Kbps when uploading. However, actual perlurmance is dependent . u - /- n k.*- 

upon numerous factors and observed transfer rales may be less than the mazimum potentials. warranties in the industry. Call Micron 

"Note, the CD-ROM drive will be removed upon purchase of the DVD upgrade. 

today for everything you need ... 


including more ways to ditch Veronica. 


Call for information on our 
other Millennia configurations. 


STAY IN AND PLAY. 


Call now to order. 

888 * 669*0969 

www.micronpc.com 


MICRON 

POWER 


3-resflm«iliart^onl,i,Bem»Bnnty (t-yjartorTraBPwVLj) 

3ljdj^ 

M-dsymjw, back policy 

sSSSSSSkSS"” 


Micron Sales Hrs; Mon-Fri 6am-10pm, 
Sat 7am-5pm (MT) Technical Support 


Toll free from Mexico: 95-800-708-1755 
Toll free from Canada: 800-708-1758 • Toll free from 
Puerto Rico: 800-708-1756 • Int'l Sales: 208-893-8970 
Int’l Fax: 208-893-7393 

CIRCLE READER SERVICE:#100 


(V^ICRON 


Configured For Your Life. 
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A >: A A REVIEW • TERRATEC BASE I SOUND CARD 


Sounds Like a Deal 

by Loyd Case 


Price: S59.95 MSRP 
Vendor: Terratec 


(714) 493-4600 

www.terratec-us.com/ 
ttec1.htm 
Reader Service #: 319 


I ’ve always been a little leery of bar- 
gain-basement sound cards. I’ve 
had more problems with cheap 
audio cards than with just about 
any other peripheral. Yet, I'm 
always on the lookout for low'-cost 
audio, hoping to find a gem in the 
rough. I’m happy to report that I think 
I’ve found one. 

'Icrratcc is a Gcmian manufacturer of 
.sound cards; its previous efforts have 
mostly focused on high-end audio for 
audiophiles and musicians. Hie Terratec 
Base 1 is the com[)anys first foray into the 
true con.sumer-audio space. Installation 
is a .snap. Just pop the card into a 
200M1 Iz Pentium MMX system, and on 
boot-up, Wndows 95 auto-detects the 
card and installs the Windows drivers 
witliout a inunnur of complaint. You 
need to nin a separate install to set up 
DOS drivers (which allow Base 1 to 
emulate a Soundblaster Pro). 


Tliis $60 card doesn’t come with a 
built-in wavctable — you onl)' get I’M 
s-)7ithesis — but the digital audio sounds 
vei}’ dean. Tlie only jumper on the card 
activates or deacti\'atcs the onboard 
amplifier; and uilh the am|) disabled, the 
card is very quiet (through powered 
speakers). Windows wave audio sounds 
very good and MIDI playback is typical 
FM synthesis — let’s just say it works as 
expected. There’s also a 3D .sound option 
called VSPACF that spreads out the 
stereo field much like Spatializcr or SllS 
audio, although VSPACF seems to be 
reverb-heavy. 

As for DOS perfomianee, QuakI',— 
nomially very finicky about sound 
cards — sounds great, as does WiNG 
COMMANnitR 111, One minor negative is 
that the MIDI port solidly grabs IRQ 9 
and doesn’t share it. 

In addition to tire base card, tlieres a 
connector for a \s~jvetablc daughtcrcard. 



Because of tire small 

size of tire Base 1, a standard daughtcrcard 
hangs out in the air, but Terratec will soon 
shi[) a compact version ofYamahas 
DB50XG MIDI wavctable card, 'llieres 
also an opiioiral radio tuner card, w'hich is 
available sejrarately 
Overall, the Base 1 is a solid, inexpen- 
sive eard that sounds good, seems very 
compatible, and installs like a dream. For 
gamers on a budget, this just might be 
the cats pajamas. % 

^APPEAL: Gamers on a tight bud- 
get looking tor good sound quality. 
>PROS; Inexpensive: easy installa- 
tion for both DOS 
and Windows 95; 
great sounding 
digital audio. 

►COHS: Cheesy 
FM synthesis; 
odd mounting for 
wavetable cards. 
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REVIEW • LOGITECH CYBERMAH 2 


Beyond the Joystick 

by Tara Calishain 


Price: S99 
Vendor: Logitech 
(800) 231-7717 
www.iogitech.com 
Reader Service #: 320 


W itli the development of new' 
3D-graj3hics technolog}', it’s 
not surprising that game con- 
trollers now' go beyond the joy-- 
.stick, Tlials what the Logitech 
GybcrMan 2 is all about— taking you 
into 3D games with full 3D control. If 
you can handle the steep learning curv'c, 
you’ll be rewarded with a much more 
immersive experience in games like 
Dukj-: Nukem 3D and Descent. 

'fire GyberMan 2 is fairly large, with 
eight buttons on the left and a knob that 
looks like it should rotate (but doesn’t) on 
the right. Its comfortabh' hean'; and e\'en 
in tire midst of frenzied action, it sta}s put. 

GybcrMan 2 installs in a snap aird 
comes preloadcd with several game-spe- 
cific configurations, including Qu.’VKE and 
MDK. It’s easy to add }-our own configs: 
Creating a pla}’able controller for tire X- 
WlNG VS. TIE DGi-rn':R denro takes less 


thair five minutes. Don’t get out all your 
games, though — GybcrMan 2 nins only 
in WiikIovs's 95 or a Wiir-95 DOS box 
’lire biggest drawback of the Cyber- 
Man 2 is its countcr-intuiti\'ene,s.s. 'nic 
direction coirtrxrllcr looks as if it should be 
spun, but instead you have to tilt it, nudge 
it, pull it up, or puslr il dowir, In a ganre 
like Duki-', NukI'.M, this leads to a lol of 
initial fmstration, as you find yourself 
looking up instead of nio\ing forward and 
junrping instead of looking up. 

[f you can .stick with il for alxiut two 
hours, it pa}s off. Motion iir DiiK!'. 
becomes incredil)!}- fluid. I'R'iug around 
witii lire jet-jrack becomes alnrast a ganre 
in itself as sou smoothly rise, sink, and fl}’ 
around. Plus, Csix’rMan 2 is ergoiromical- 
!}• friendl}; so }ou don’t end a game with 
nunrb fiirgcrs or a case of‘‘[o)stick cleirch.” 

Unfortunately, lire controller is a lililc 
too seirsitis'c — cs'cn when }Ou'rc irscd to 




it. In Duke this isn’t a big deal, but in 
CyberMans bundled game, DESCENT 11: 
DisSHNATION Quarizon, accidentally 
looking down flips you over. GybcrMan 2 
already has sensitivity settings, but could 
be inrproved with desensitizing settings. 

If 3D shooters like Quake and DUKE 
arc your cup of lea, GyberMan 2 is a 
nrust-have. If not, the frustration of learn- 
ing the particular motion of the controller 
might outweigh your gaming payoff. S 


^APPEAL: Ideal for 3D games and 
shoot-’em-ups. 


►PROS: Fluid 
motion; easily 
programmed. 
►COHS: 
Oversensitive; at 
times counter- 
intuitive; steep 
learning curve. 
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It doesn’t just surround you. It swallows you with 
realistic, heart-pounding 3D sound. And now, when you 
combine the amazing new Monster Sound PCI-based 
3D audio card with our award-winning Monster 3D 
graphics accelerator, you’ll have the ultimate gaming system for your Windows 95 PC. 
Using ground-breaking A3D Interactive technology from Aureal—initially developed 
for NASA virtual reality simulators— Monster Sound provides stunning, digital-quality 
3D positional sound. And, according to Computer Gaming World, the Monster 3D 
graphics card is the ideal solution “for no-holds-barred blistering 3D performance.” 
Separately, they bring the absolute best out of today’s most outrageous 
games and Web sites. Together, they deliver 
performance that blows everything else away. 

MUITIMEDIA 

Moftstef 30 ii s irademjrV or Diamond lAuWmedia Systoms, Incotporaied, jSBo runcilon 

Dnnera. Oipjy Diamond Uulllmodla Sysletns. Incorpotaled. All righls Accelerate your world, 

CIRCLE READER SERVICE ii^l90 


Monster Sound: 

► The First PCI based sound card 
Accelerates DirectSouno, the new 
Microsoft audio standard 
•- Ideal for headphones or 2-4 speakers 
Free full-version games included 


Monster 3D: 

► Wicked Direct 3D and Glide Gaming action 
^ Award-winning, realistic 3D performance 

Works with your existing graphics card 

► Bundled with more than 20 free games 


Visitwww.diamondmm.com/monstersound 
for your chance to win Monster Sound 
and Monster 3D! 





Want it. BAD 
Get it. FREE 
Live it. NOW 



166MHzTD-25 


233MHzTD-25 


• Intel 166MHz Pentium* Processor with HM 
•32MB (1-32MB) DIMM 

• 51 2K Pipelined Burst Cache 
•Intense 3D 1 00 W/4MB EDO RAM 

• 17".27dp, 1280x1024 Monitor {]6.0"viewable) 

• 1.76B 10ms EIDE Hard Disk 
•Floppy 3.5", 1.44MB 

• 7 slots (3 PCI, 3 ISA, 1 Shared), 6 Drive Bays 

• 2 USB Ports, 1 Parallel Port, 2 Serial Ports 

• Dual EIDE chonnel/Ultra DMA 33/4 devices 


• Intel 233MHz Penhum* Processor with MMX 
•32MB (1-32MB) DIMM 

• 51 2K Pipelined Burst Cache 
•Intense 3D 100 W/4MB EDO RAM 

• 17''.27dp, 1280x1024 Monitor (16.0"viBwoble) 

• 3.5GB lOms EIDE Hard Disk 
•Floppy 3.5", 1.44MB 

• 7 slots (3 PCI, 3 ISA, 1 Shared), 6 Drive Bays 

• 2 USB Ports, 1 Parallel Port, 2 Serial Ports 

• Duol EIDE channel/Ultra DMA 33/4 devices 


$ 2 , 099 '"““ $ 2,469 


233 MHs ID-225 

• Intel 233MHz Penhum* II Processor 

• 64MB (2-32MB) EDO SIMMs 

• 51 2K Pipelined Burst Coche 

• Intense 3D 100 W/4MB EDO RAM 

• 1 7".27dp, 1 280x1 024 Monitor (1 6.0"vlevrable) 

• 1.7GB lOms EIDE Hard Disk 
•Floppy 3.5", 1.44MB 

• 7 slots (4 PCI, 2 ISA, 1 Shared), 6 Drive Bays 

• 2 USB Ports, 1 Parallel Port, 2 Seriol Ports 

• Dual EIDE channel/4 devices 


Systems include: 30-doy money-back guarantee, 3 year limited wnrranly,*one year an site, Windows 95*w/30 Days free Phane Suppait, Microsoft' 
IntelliMouse’ Windows” 95 reody i 04-key keyboard, 'S"'*'US Robotics 33.6 KBPS Fm^Data modem, tool-free mini tower case, and Ensoniq Wovetnble 
Card, Speakers 8. Mic, '(.'•'■24X Variable CD-ROM 



Live the 3D experience • This is no gome. Our PCs ore 

serious 3D graphics machines. The kind fhot make your eyeballs jitter with ecstosy. 

And our direct prices ore reallylovi. But the best part -these systems hove the Intergraph 
name on them. A name thot meons graphics. 

Go ahead, compote our 3D PC prices with other manufacturers' PCs without 3D. You'll see. 
Buying Intergraph is like getting 3D for FREE. No Lie! 

So, live the 3D experience. Immerse yourself In the new and vivid universe of 3D. 

Let it caress your imagination and excite your soul. 

• 3D Graphics. Ljnbellevable at these prices! You get real 3D acceleration for 

Dicect3D opps, mind-blowing 3D gomes and multimedio. It's o world of 3D realism with 
correct textures, Gouroud shading, |f 'S whCfO 

serious stuff. ^ yo**'*'® going. 

• 3D Sound. Totolly 3D. We'll take 

Our Ensoniq™ 3D sound card, ^ A there, 

micand speokers deliver stereo 

surround, wrop-oround effects and wovetoble synthesis, plunging you into o realm of 
3D sight flflrfsound. 

• Spectacular Video. Of course! Intergraph PCs give you A/IPEG and AVI 
compotibilily, full-screen, smooth-motion video ot 30 frames per second at resolutions 
up to 800 X 600. And you can scale, zoom and stretch in real time. 



This is it! The 3D PC you want. Got to hove. 

I And the 3D is FREE! Don't wait. Get it NOW. 
ip Get Intergraph. 

INTERGRAPH 

^ COMPUTER SYSTEMS 


Order Direct Now! 
1 - 800 - 692-8069 

or order on-line 
www.intergraph.coni/express 
Next-day shipment available. 

'SefiilupfniMbylrW|nThCapagM.I>i‘Sin>inMiniyMbiMlidUEiciMnieiMiia!i9n.30-drtnM''bedpti4taKlM<dteti^ainii^^ 
sNpiM. 0 a0(ln cw M leres anAm if sit « liiM WinxiMi, pinu Ml* Mtrgrwly On Moisn lidicsiii^ fM, S19 Cnn 
i>UtU((lelKlY(eei<luwh<auaoiiiMb(.Ulei>h'Udms.6MU(lirgti>cWiiMh)iBbrGtMid.dipi>qaid)iiidii9lUp]id<)SRnuti«bn6iii^ 
Iv TO B cl 10*796 CwrcoMA [b Mt li^ IWM hi, IVmm^ and MU m rqigetri niawb si M CspoSM WUs s 0 

Cs'ioiiie'i MCtTDMt Intergtoph Compult r S]rtitins ]•2(&7^0•54t1 
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REVIEW • VIDEOLOCIC APOCALYPSE 3DX 


A Different Way 

by Loyd Case 


Price: S149 (approximate 
:reet), $99 (upgrade (rom 
PowerVR) 
Vendor: VideoLogic 
(415) 857-4167 
www.videologic.com 
Reader Service #; 321 


J Dfxs \bodoo 3D-accelerator 
chipset represents a fast, traditional 
3D rendering pipeline. But 
VideoLt^ic/NECs PowerVR 
PCX2 takes a different approach; it 
irses a“chiink” rendering scheme that 
breaks the scene up into small pieces, ren- 
dering it a piece at a time. A benefit to tlds 
approach is PowerVRs abilih' to do z- 
buffcring'on the fl);" rather than allocat- 
ing memory for a z-buffer. All 3D display 
data is then sent via the PCI bus to tlie 2D 
board’s frame buffer. In a look at Video- 
Logics Apocalypse 3Dx, based on this 
second-generation rbwerVRchip, the 
results of this novel approach are mixed. 

l^DwerVR doesn’t support the fog effects 
used by 3D WnBcnch, has only limited 
transparency abilit}', and no .specular high- 
lighting. 3D VWnBench 97 reports thatthe 
3Dxonly .supports bilinear filtering, filtered 
MIP mapping, perspective-corrected tex- 
tures, and hardware dithering. Some minor 


rendering errors occur in tlie last 3D 
WinBench scene. The Apocalypse 3Dx 
posts a 69.2 3D ^VlnBe^ch score on a 
200MHz P55C system witli an ET-6000- 
based STB Liglitspeed 128. Because 
fbwerWuses tire 2D boards frame buffer, 
a slower 2D board could negatively' influ- 
ence Fbwer\T^ perfomiance. Direct3D 
apps refuse to mn with an early version of 
the Dghtspeed 128 drivers; updating tlie 
primary driver enables tlie FbwcrVRto 
run, so make sure you have a working 
DirecCraw capable card. 

Games directly ported to the 3Dx look 
good and mn well. UlTiM/XTE ROcrr 
looks very' pretty, but some of the ground 
textures in MechW/\RRIOR 11 look weak. 
MDt& built-in perfonnance metric 
reports a score of 300 in the Direct3D, 
whereas the DirectDraw version generates 
a score of 90. Occasional system lockups 
occur w'ith tlie FbwerVR card— some- 
thing we didn’t see witli eitlier Rendition or 



Direct3D demo of Terracde runs with- 
out any' problems, however. 

Tlie Apocalypse 3Dx generates a 
decent 3D WnBench score— not as fast 
as 3Dfx, but faster than most chips, and 
some of its bundled titles are very' sharp. 
Given recent price drops in 3Dfx cards 
and the imminent shipment of the R1\A 
128, ATI Rage Pro, and Rendition V2200 
boards, it remains to be seen how well 
Fbw'erVR will keep up. % 

^APPEAL: 3D Gamers on a budget. 
^PROS: No pass-through cable 
needed from 2D card; direct ports 
run great. 

>CONS: So-so 
Dlrect3D perfor- 
mance; limited 
rendering feature 
set; performance 
may be hindered 
by 20 board. 
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REVIEW • SAITEK X36 



Price: X36 Flight Control 
System (pair) $150, 
X36F alone $99, 
X55T alone $69 
(requires X36F) 
System Requirements: 
Windows 3.1 or 95: game- 
port that supports two joy- 
stick channels. 
Vendor; Saitek 
(310) 212-5412 
www.saitek.cam 
Reader Service d: 322 


Flight Done Right 


by Denny Atkin 

A ttention, 'Tlimstinaster and CH 
Products: Tliis is your wake-up call. 
SaiteksX36 PC Flight Controller is 
the first joystick and tlirottle combi- 
nation that really gives tlie old stan- 
dards competition. And at a cost of only 
$150, it also gives lliem a mn for the money. 

Tlie X36 system consists of theX36F 
joystick and tlie X35T tlirottle/rudder con- 
troller. Tiiey are available separately as 
well, but the throttle only functions w'ith 
the X36F joystick The joystick has a trig- 
ger, four fire buttons, two eight-w-ay hat 
sw'itches, and X- and Y-axis trim controls. 
Tlie throttle sports an eight-way hat 
sw'itch, two three-position switches, a fire 
button, and two rotary' dials. A small stick 
can function as a radar control (it emulates 
a mouse) and an innovative rocker control 
emulates rudder pedals. 

A three-position switch lets you assign 
three functions to each button and hat, 


and a pinky shift switch on the joystick 
allows a second function for each stick 
button. You’d be hard-pressed to find a 
sim with more functions than you can 
program here. The stick can also emulate 
a CH F-16 Combat Stick. 

TTie X36edit Windows programming 
utility is tlie friendliest I've seen yet (that’s 
relative, as joy'stick programming software 
has never been better than mediocre), 
'ibu’re given a list of functions, such as 
Flaps, Jamming, and Radar Zoom, and 
you input the key sequences for the sim 
you’re programming. You then assign these 
functions (instead of the actual key-press- 
es) to various input sxvitches on tlie stick 
and tlirottle. Its a bit of a convoluted 
process, but it makes fine-tuning your pro- 
gram files much easier when you’re looking 
back— its far more intuitive to alter a func- 
tion later when you see “Radar Mode” 
rather than “Alt-R” 




are very comfortable. The throttle is 
probably the nicest design I’ve seen; its 
only downside is that the promised 
detentes weren’t noticeable on the 
early production unit. Tlie stick has a 
very smooth feel, neither too loose nor 
too stiff, My only gripe is the goofy- 
looking hand guard— you’re flying 
planes here, not swashbuckling. % 

^APPEAL: Flight sim fans looking 
for a high quality, flexible HOTAS sys- 
tem that doesn’t cost a bundle. 
kpROS: Good programming soft- 
ware; comfort- 
able; individual 
functions easily 
disabled. 

►CONS: Extra 
cable needed to 
use mouse 
emulation 
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off heads, sever linbs and bring 
your cneciy to his knees flitcrallyl 


Fnemics wiH Icam. adapt and fight together 
in kill ynu - ,hc priw being head 


“Fans Of Rghting And Blood Will Need 
This The Second It Hits The Store Shelves. 


iiv CAMMHS. rou t:yv,'ii':i{S.- 

vw>v.intct*play.com 



iir^ 


your way through a savage world 
}„^ the aecno. 
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Price: S99 
Vendor: Cambridge 
Soundworks 
(800) 367-4434, 
www.hifi.com 
Reader Service #: 323 


REVIEW • CAMBRIDGE SOUNDWORKS PC WORKS 


Such a Deal 



by Dave Salvator 

I n tlie v\’orlci of audio, you gol what )'Oii 
jjay for. Or do )'ou? Cambridge' 
Soiiudveorks has revisited that cjucslioii, 
and has come u[) witli a speaker system 
for $100 that should make some $250 
systems iienous. And while this system 
lacks tlx; deep, low-end punch and louder 
soliime of its priciersibling, tlic 
MicroNsorks, it ironetlx;less deli\ers impres- 
sive PC audio, and is easy' on tire wallet. 

PC Works comes in tlie fonn of two 
small satellites and a wiK)fer, Ixit these 
satelDtes ate even more compact than 
those found on tit' Microworks, 

Setu]) is painless, and takes all of five 
minutes. One gmmbling point: 'riiough 
t!x:res a suiglc power siippl); it’s a“wa!l- 
w-art,” which eats most of an clccbic outlet, 
ratlwr than tlx; preferred “soitp on a n;)[x;" 
approach. ’IlKie arc two volume adjusters, 
one to adjusi btiss volume on tlx; vvtxjfer 
unit, aticl aiK)tlier (an in-line volume fader) 
to tweak tlx; ov erall volume level. 


Running audio CDs — ranging from 
Rccthoven to Bruce Momsby — through 
the PC works, the overall .sound quality 
is very clean, with well-defined highs, 
clear mids, and solid ba.s.s. Wth the 
sound card mixers faders at about 75 
percent, the PC Works distorts at about 
70 percent maximum volume. But back- 
ing the control off a bit produces reason- 
ably loud, clean imaging. The only com- 
plaint is that the PC Works' stereo field 
feels“focused,’’ and is v'ery much con- 
tained within the ph)sical space between 
the two satellite units. 

In a comparison with tlx; Microworks, 
IIk' pc Works’ high-end has comparable 
clarity and definition, though tlx; PC 
Works’ low-end and maximum volume 
are clearly not as strong. 

Gaming audio in shooters and flight 
sims is solid, with more-than-adec|uate 
bass on exjiiosioixs, and a clear high-end. 

In ginning audio ase.s, tlx; PC Works’ 



somewhat coastrict- 
ed stereo imaging is much less perceptible. 

Cambridge has created what may be 
the shape of things to come: A set of 
speakers for your PC that will more 
than fill the bill, and not crimp your 
budget to pay for it. And while 1 still 
would give the nod to Cambridge’s 
Microworks, the PC W^orks warrants 
serious consideration if you’re budget- 
challenged but still want big sound, ‘t 


^APPEAL: Gamers who desire 
champagne-quality sound on a 
Budweiser budget. 

►PROS: Great 
sound for the 
money. 

►COHS: Lacks 
clean iow-end at 
higher volumes; 
wall-wart power 
supply. 
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REVIEW • PANASONIC 24X ATARI CD-ROM DRIVE 


Price: $209 
Vendor: Panasonic 
(800) 726-2797, 

www.panasonic.com 

Reader Service tf: 324 


4lL 


The X Factor 


by Greg Fortune 


I here seems to be a trci id dcvclo]iing 
in tlie marketing of certain ty'pes of 
computer hardware. Ratlxir tlian 
rc[)or1ing vvliat a device is capable of 
on a consistent basis, many compa- 
nies liave begun advertising the jierfor- 
mance of a part based on tlie absolute 
maximum perfonnance of the cqui|3- 
ment, the kind of jjcrfonnanee that you 
will rarely see during leal-vv'orld use. 
Particularly guilty of this have been CD- 
ROM manufacturers, who would like you 
to believe that their drive will give )'ou 16x, 
Ifix, or higher perfonnance. In actuality, 
these drives provirle far less perfonnance, 
peaking at that level only occasionally. So, 
guass wiiat vve found when vve tested 
Panasonic’s new 24x drive, ... 

Installation of this drive was painless 
under Windows 95, and the drive lives up 
to its claim of working while mounted 
on its side — a nice toucli. 


Our WkiBcnch 97 CD-ROM tests 
were am from a Pentium 166 machine 
with an Intel Bu.s-Ma,stering PCI RIDE 
controller. Wc expected to sec about 16x 
perfonnance werall, which is roughly 
what the drive delivered, 'llx; WinBench 
97 CD-ROM tesLs came in at an average 
of 1,100 on two different machines, with 
tlx; highlighls being sequential throughput 
scores that averaged in flic 2,500.s and 
peaked at 3,500KB/scc transferred (when 
reading fioni tlx; outer tracks only). 

Every give has some lake, and this drive 
took it in the shorts ])crfomiing random 
reads. '^Ilie average throughput for random- 
ly accessed reads averaged a scant 
86KB/sec, not exactly stellar pcrfomiancc. 
CPU utili/iition was generally around 40 
percent during llx; random reads, but 
remember tho,sebla/ang sequential bans- 
fer rates? During high-s|3eed sequential 
transfers tlx; CPU utili/ation shot up to a 



w'hopping 85 percent 
with an impressive access time consistently 
just about 100 milliseconds. 

Ifinasonics 24x CD-ROM does have 
very good perfonnance, as long as tlie data 
is being read in large blocks from the outer 
tracks on the CD. However, gaming 
lecpiires more flexibility than tliat. Bu)' a 
dris'e designed to give pu all-around high 
]5crformancc, not one tweaked so that 
“24x'’ could be w'ritten on the box. % 


►apkal: Gamers who prefer fast 
installs to smooth game-play. 
►PROS: Blazing sequential transfer 
speeds. 

►CONS: 

Random access 
transfer speeds 
tank; chunky U 


game-play; high 


CPU utilization. 






demands placed upon a super 
hero's shoulders are tremendous. He 
needs plenty of space to fight evil in 
every corner of the galaxy. He needs 
thunderous sound to keep in tune with 
his surroundings. He needs access to the 
Internet and TV to keep up to date 
on the universe. He needs a physical 
conditioning machine to keep him in 
speed-of- light, stronger- than- steel 
shape. Otherwise, he's of no use to us. 
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pentium®][ 
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This is his 

fitness machine. 



let your super heroes get lazy and lethargic — tights 
andaraask can only do so much. Give them the equipment to 
exercise their powers. 

Gateway’s Destination'” Big Screen PC/TV is the ultimate 
choice for any super hero worth his or her weight. Open your 
games to a whole new galaxy with the monstrous 31-inch monitor. 
The thumping sounds of Boston Acoustics® MicroMedia'" or 
harman/kardon® high-fidelity speaker systems will not only tug on 
your hero’s cape, but yank it off if not tied properly. 

Soup up your multimedia with Intel Pentium® processors 
with MMX'“ technology, or the sonic 32-bit processing and 
MMX technology of Pentium® II processors. Add a DVD-ROM 
drive with its vast storage capacity of up to 133 minutes and the 
might to play kryptonite-shattering audio and video. 

Join forces with your fellow caped crusaders. The wireless 
keyboard and Field Mouse® remote turn your living room into a 
hall of justice. Since they work on radio frequency, point them in 
any direction, even through your arch-nemesis Rover, as he plots 
to block your view. Ha-ha, Rover. Foiled again by the 31-inch 
screen and RF remote and keyboard! And all the capabilities of the 
Internet and TV are only a click away. 

That’s some serious gaming. Call today or fly to 
www.gateway.com and feel the power of the Destination Big 
Screen PC/TV — the super hero’s complete fitness machine. 
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"You've (;ot a frieud in ihe business . ■'® 

800 - 846-8571 

WWW. destination. com 
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Gateway Destinatioti^' Big Screen PC/TVs 


D5-166 


■ Intel® 166MHz Pentium® Processor 
with MMX"' Technology 

■ 32MB SDRAM 

■ 512K Pipelined Burst Cache 

■ Destination 31" VGA Color Monitor 

■ STB® 2MB Graphics Accelerator 
with Cable-Ready TV Tuner 

■ 2GB Urns HIDE Hard Drive 

■ 12X min/24X max CD-ROM Drive 

■ 3.5" Diskette Drive 

■ Ensoniq® Wavetable Audio 

► Boston Acoustics® MicroMedia™ 3-Piece 
Speaker System 

■ TelePath® Modem for Windows 
with x2'“ Technology’ 

■ 7-Bay Charcoal-Colored PC Case 

■ Wireless Keyboard w/ Integrated 
EZ Pad® Pointing Device 

■ Wireless Field Mouse® Remote 

■ Four-Channel RF Receiver 

■ Microsoft® Windows® 95 

■ Home Software Gallery" 

■ Gateway Gold'" Service and Support* 
for Big Screen PC/TVs 

$2499 As low as^SST/mo. 


D6-233 


■ Intel 233MHz Pentium® 11 Processor 
with 512K L2 Cache 

■ 32MB EDO DRAM 

■ Destination 31" VGA Color Monitor 

■ STB 2MB Graphics Accelerator 
with Cable-Ready TV Tuner 

■ 6.4GB 10ms EIDE Hard Drive 

■ DVD-ROM Drive & DVD Decoder Card 

■ 3.5" Diskette Drive 

■ Ensoniq Wavetable Audio 

► harman/kardon® High-Fidelity Sound System 

■ TelePath Modem for Windows 
withx2 Technology* 

■ 7-Bay Charcoal-Colored PC Case 

■ Wireless Keyboard w/ Integrated 
EZ Pad Pointing Device 

■ Wireless Field Mouse Remote 

■ Four-Channel RF Receiver 

■ MS® Windows 95 

■ Home Software Gallery" 

■ Gateway Gold Service and Support* 
for Big Screen PC/TVs 

$3999 As lowas’‘$139/mo. 



"The Home Software 
Gallery features popular 
titles like Road Rash'T The 
Neverhood, Automap^Trip 
Planner, Launch® Magazine, 
Issue 13 and more! 


Wlaximiim data transfer rate dependent on 
certain wriables including particular 
modems with which you are conununkating. 
telephone lines, communications software 
and commimicalions protocols. 

*Tlte Destination 3!-inch VCAmonitoris 
cosered by a one-year limited mrranty. 

Call or write for a free copy. 
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"You've got a friend in the business . "® 


8 0 0 - 8 4 6 - 8 5 7 1 

www.destination.com 
610 Gateway Drive, P.O. Box 2000 • North Sioux City, S.D. 57049-2000 
Phone 605-232-2000 • Fax 605-232-2023 



Pentium®]! 


01997 Galea-ay 2000, Inc. GAICWAY 2000. black-and-white spot (Jisign, "G" logo, EZ Pad, Pitld Mouse and "You've gou friend in the business" slogan are rcgislcrttl Iraderaarks, and GATEWAY, GatewayCioW and Deslinalion arc Hailemaik.s of 
Gateway 2000, Inc. The Intel Inside Logo. Intel and Pentium are registered trademarks and MMX is a uadematkol Intel Corponiion. Not all Gateway Destination systems contain the Pentium II processor. All other brands and product names arc 
trademarks orregtstereduademarks of their respective companies. Many Gateway 2000pioduclsan!customengineeredloGaleway2000spccincalions.whichmay vary front the retail versions of the software and/or hardware in functionality, performance 
or compatibility. All prices and configurations are subject to change without notice or obligation. Prices do not include shipping or applicable sales tan. 
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READER QUOTES 

Since its release, Diabld has been 
addressed as an RPG. Though a good 
game, it is not worthy of the RPG title. 
Diabld is basically a third-person shooter 
(as is Crusader: No Remorse} with a 
developed character There is more to an 
RPG than character Back when RPGs 
were genuine, they had a very com- 
plex world, if not worlds, to travel 
through. They had the famous battle 
sequence that relied on skill and 
thought, rather than reflexes. Several 
people were in your party at most 
times. Most of all, there was a story. 
These elements that make up the 
game go hand in hand, and should 
not be separated. 

In your June issue, you addressed 
the new Quake Killers. 1 think they are 


a joke. They are called “action” games, 
but with developed characters and a bet- 
ter story. Action games don't need a 
story. All you do is progress through 
levels and kill, kill, kill, anyway, 

I was very impressed, though, by 
your article in the August issue about 
ION Storm’s Anachronox. The fact that 



Tom Hall made his team play Chrono 
Trigger before starting work on 
[Ai^achronox] would have been exactly 
how I would have done it. I hope that 
game companies read this and follow 
in the footsteps of Square, makers of 
the best true RPGs ever. 

—Aaron P Lxw 


Review Quete ef the Month 


"Wlio would tiave 
guessed tliat 20 years 
of goody-two-shoes 
gaming could be 
countered by a single 
game?" 

— Chris Lombardi, 
reviewing Dungeon Keeper 


HOW DO WE RATE? 


We only review finished products, not pre-release versions. The ratings are as follows: 


Outstanding: 

The rare game 
that gets it all 
right. The graph- 
ics. sound, and 
gameplay come 
logeflier to form a 
Transcendent Gaming 
Experience. Our strongest 
buying recommendation. 


Very Good: 

A high-quality 
game that suc- 
ceeds in many 
areas. It m^ 
have minor prob- 
lems, but is still worth 
your money, especially if 
you're interested in the 
subject matter or genre. 




Average: 

A mixed bag. It 
can be a game 
that reaches for 
the stars, but 
falls short in sev- 
eral ways. It can also be 
a game that does what 
it does well, but lacks 
flair or originality. 



Weak: 

A game with seri- 
ous problems. 
Usually buggy, 
seriously lacidng 
in pl^ value, or 
just a poorly conceived 
game design-you 
should think long and 
hard before buying it. 



Abysmal: 

The rare game 
that gets it all 
wrong. This is 
reserved for those 
products so 
buggy, ill-conceived, or 
valueless that you won- 
der why they were ever 
released in the first place 
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Prcscnling ihc long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30- 
plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film- 
quality animation and a lew surprise celebrity voices. Not to mention vegetarian cannibals and a guy named Snugglecakcs. 
So get ready to embark on a rollicking, swashbuckling graphic adventure where the seagulls ha 
aim than the pirates, and the sharpest weapon is your wit. F^r 95- CD-ROM 

Check out the playable demo in sclecl magazines or download it from our Web site at www.lucasarts.com 

nn UciiAiis Eniiriiitinciii CoMfiin). All llighis Rcstited. Iae Cu'se «l Uiiiitey Islind is i tisneTiik ol luiisAds EnteitAlnnent Company. lAt LucasAils Iggo Is i registsiso liiopmaik of lacaslilm Lid., nsid nndei aiiHioildatlon. 
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A A A ^ A REVIEW • DA; PURSUIT OF JUSTICE 


by Charles Ardai 


ccssful) game called iN '11 IE 1^' DEGREE. 
Produced at the lieight of the O.J. 

Simpson trial, (hat game focused on a 
high-profile interracial murder case, and 
leavened the legal proceedings vvith lots of 
social satire. Tliere is no satire here, and 
instead of one somewhat lurid case you 
have several cases that are far more mun- 
dane. In almost all otl'jer resjjects, DA 
could be a secjuel to In 'll w. Isi' Degree. 

Both games play out entirely in full- 
screen video, featuring strong production 
values and good actors in the roles of 
defendants, witnesses, judge, jurors, and 
so forth. Both games ask you to compile 
evidence and analyses and then use 
them at trial. Both feature visits to the 
scene of the crime and interrogations of 
witnesses in the pretrial phase, followed 
by examination and cross-examination 
in front of the judge, all over the course 
of several timed game“days-'' 

After preparing )Our case (see llie side- 
bar), you go to trial. First you call witnesses 
and select legally appropriate Cjuestions 
from multiple choice sets tliat include 
inappropriate questions; next you select 
relevant precedents to cite in response to 
objections raised by the defense attorney; 
tlien, when tlie defense asks inappropriate 
questions, you get to 
object; finally you get to 
cross-examine the 
defenses witnesses. The 
computer manufactures 
your opening and closing 
arguments automatically, 
based on what you've 
done up to that point. 

If you have too little 
evidence, the judge dis- 
misses the case; if not, 
you either win or lose, 
lilitber way you get a rat- 
ing on y our perfor- 
mance. You can then 
replay the case to 


► UWYERS, GUNS, NO MONEY 
Broderbund's In the 1st Degree (topl 
and Legacy’s D.A. [bottoml do look 
and play similarly. 

impros'c your rating or go on to the next 
case. You don’t ha\'e to wait until you’s'e 
won one case before going on to the 
next, 'llierc is some bad news, though; 
You have to buy each case separately. 

LEGAL EXPENSES 

Imagine if each level of DOOM were a 
separate shrink-wTapped title, or if yxiu 
had to purchase each subquest in a stan- 
dard adventure game like NoiRor 
GaLL'M IAN'S CROSSITME S.‘\L00N 


[ STOP THE EXCITEMENT Maybe the reason that your 
boss, Frank Jarrett, wants to retire is that 80 percent of 
the cases he’s seen in 20 years are drunk driving 
cases— just tike your first, The Sunset Boulevard Deuce. 


s No AppOOl 

Three Games in the DA.: Pursuit of Justice Series 
Is Too Much Law & Order for Anyone 


A t a recent iiigli-school 

reunion, it seemed tome 
that everyone I talked to 
liad become a lawyer. No 
supennodels, no computer- 
game designers, no presi- 
dents of the United States. 
Enough attorney's, though, 
to staff a presidents cabinet, 
bis su[)reine court, and his 
personal legal-defense fund. 

TTiis cither bodes really well or really 
badly for a game series like Legacy 
Softwares DA: PUKSUrr OF JutTlTCE. 

DA casts you as an up-and-coming pros- 
ecutor in the office of Los Aigeles District 
Atomey Frank Jarrett. To take over jarrett’s 
job, you’ve got to prove yourself by getting 
convictions in llircc increasingly difficult 
cases. ITk gimmick Irere, as in Sierras 
long-ninning PoiJCi': Que^’ series, is that 
the gameplay is proccdurally realistic. No 
Perry Mason theatricality; no quaint, 
Matlock-iike chamiing of the jury'-just 
textbook law of tire sort you’d find in a law 
school classroom. 

Judging by the apparent appeal of law' 
school to ni)' fellow alums, such an 
approach might be a popular one. In prac- 
tice, tliough, 1 wonder whom tliis game 
will apjreal to. Not ev'eryone wtio goes to 
law school w'anls to practice law, but I sus- 
pect that everyorre who wants to practice 
law docs go to law school. For a lawyer or a 
law' student, playing DA would be as 
much of a busmans holiday as playing a 
Pouci; Quest game would be for a cop. 
And w-liiie I can ima^ne a casual Joiin 
Grisham reader getting excited if tlic game 
featured conspiratorial legal skullduggery, 
how excited will Ire gel w'lren Ik discovers 
that Iris first case focuses on a dmnk driver 
arrested for plowing into a bus stop bench? 


IN THE 2ND DEGREE 

Nearly two years ago, Broderbund 
released a very' good (lliougli not very suc- 


Price; $29.99 each 
Minimum System 
Requirements: P75 (P133 
recommended), SMB RAM 
(16MB recommended). 
15MB hard-disk space, 
Windows 95, SVGA graph- 
ics, 4x CD-ROM, mouse; 
supports Windows-com- 
patible sound card. 
Multiplayer Support: 

None. 

Designer: Craig Brannon. 
Christina Taylor 
Publisher: Legacy 
Software 
Los Angeles. CA 
(800) 532-7692 
www.iegacysDft.com 
Reader Service tf: 327 
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separately. Tliats what this is like. None of 
tlie cases here is good enough to stand on 
its own; to the extent that (lie game is 
appealing, its largely because of the 
des’elopmcnt of \x)iir career over the 
course of several cases. 'Hie first, 'Dhk 
SunsctBoulea'ard Deuce, is the 
drunk driving case, and it’s almost laugh- 
ably introductory. Tlie second, Tl IE 
Gatsb\'Di\.MOND |E\vi;iJt\’TYtEFi', rai.s- 
cs the stakes, but only a little: A theft- 
inclined debutante steals a car and tlx; 
diamond necklace it contains. Tlie last, 
T>tE RaiTaitoo Murder, finally wakes 
you up with a bit of iioniicide, but even 
tliis case Isn’t great courtroom drama. 

The full game (the series) comes on 
eight CDs, and with tax it will cost you 
about a hundred dollars. How could it 
possibly be worth that much? Of course, 
you could skip cases 1 and 2 and jump 


right into lire murder. But as long as 
you're doing lliat, wiry not skip all of 
tliem? Instead, pick up tlie much superi- 
or In ’ii ii’, 1 st Degree at discount. 
TTien, if you’re really serious, save the rest 
of your money for the tuition down- 
payment to Georgetown. % 


^APPEAL: Anyone who thinks Law 
& Order is too exciting. 

>PROS: Nice production values and 
FMV spice up the daily legai grind. 
^COHS: Too much realism and too 
little control 
over gameplay; 
having to buy 
each case as a 
separate game 
makes the total 
cost as painful 
as hiring an 
actual lawyer. 




Preparing a Briet 


D .A. differs from other court- 
room games by giving you bet- 
ter tools for organizing your 
case before the trial, but it allows you 
much less freedom to actually do 
things. The tools include a terrific 
interface for ordering a variety of 
tests on evidence (such as finger- 
print, handwriting, or chemical analy- 
sis) and for constructing a legal case, 
by selecting specific pieces of data as 
being relevant toward supporting the 
assertions you’ll need to make in 
court. In the drunk driving case, for 
instance, you have to choose sepa- 
rate pieces of evidence to support 
your assertions that it was the defen- 
dant who was driving, that he was 
driving a motor vehicle, that he was 
drunk, and so on. 

Howevei; when you visit the 
scene of the crime, it's just a still 
photo of the location— you don't get 
to interact with the scenery in any 
way. In 1st Degree, you conducted 
interrogations yourself, selecting 
which questions to ask a witness. 
Here, the interrogations have already 
been conducted and videotaped by 
the police, and all you get to decide 
is which videotape to watch. 

And, in practice, you have to 
watch all of them. Similarly, in the 
police evidence room, you basically 


have to pick up ail available pieces 
of evidence and scan them into your 
“Case Constructor." Because you 
have to click on not some, but all, 
the videotapes and not some, but 
all, the evidence, D.A. often feels 
less like a game than a mechanical 
exercise. The ticking clock imposes 
some urgency— days slip away unbe- 
lievably quickly, and you get only 
four before you have to go to trial— 
but otherwise the game feels auto- 
matic. It’s also arbitrary; Why the 
maximum of 20 facts in the Case 
Constructor? In what real-world case 
would a prosecutor have to choose 
between two equally important facts 
because he wasn’t allowed to go to • 
court with 21? Perry Mason must be 
spinning in his grave. 
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Thu (VIAQfX • 
nua(c maker 

a.o 

is a 16 frack 
sound designer 
with more man 
1200 samples 
and numerous 
effects: Without 
having any 
musical know- 
ledge, you can 
create your own 
sounds with o 
mouse-dick. 


S as, 95 


The tVIAC3IX 
music maker 
Soundpools 
With the MAGiX Sound- 
pools you'll always have 
fresh sounds for your 
music maker. 

Professionol DJ's, 
musicions and producers 
have worked together to 
provide you with the 
latest sounds in music. S ^9|99 


The rvlAGIX 
music studio 
3.0 

A professional MIDI- 
Audio sequencer 
with a comfortoble 
notation editor, as 
well os sophisticoted 
8 frock Audio-Wove 
editor with harddisk 
recording, numerous 
editing and range 
fundions. 


S 49,95 


Join t:he MAGIX network! 


.... .lake music and 
find new friends 
http:/ / www.magix.net 

call free n-8BB TO MAGiX 
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Designed tor 


MIcfosolt * 


II Window^dS 







Arguably the best. PlayStatiori. game (|^g lg available for the (' 


'' '.'■pc in its origirialfu'ncensored entirety. It's bloodier, more violent ^ 
contains, all' the grue^om^ever-before-seen footage thatvvap cut out I 

of the' CQnspI.e?version. Pajt of you will want to uncoyer't'l^.'grisly 
k mysteries that dwelhyitbin. Part of you will wish you nevej^set foo't- jn; 


NOW AVAILABLE FOR THE . PC 


Visif Your Local Retailer or> Call; 


<^K.CPM 


wwwlvie.com 


Requires one of the followmg 30 cards: Matrox Mysliqiiei'Diamond Monster. 
Orchid Rigliteous] Canopurtotal 3D, Creative 3D Btaster nr Inlkgraph Intense 
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REVIEW • MEAT PUPPET 




Price: $49.99 
Minimum System 
Requirements: Pentium 
100 or better, Windows 
95, 16MB RAM, 85MB 
hard-drive space, 2x CD- 
ROM drive, Direct Draw- 
compatibie SVGA-graph- 
ics video card (2MB 
video card recommend- 
ed), mouse; Direct 
Sound-compatible 
sound card. 
Multipiayer Support: 

None. 

Designer: Kronos Digital 
Entertainment, Inc. 
Publisher: Playmates 
Interactive 
Entertainment, Inc. 

Costa Mesa, CA 
(714) 428-2112 
www.playmatestoys,com 
Reader Service d: 328 


Death and 
the Maiden 

Don’t Call This Wickedly Funny and Brutally 
Intense Game a Crusader Clone 



[ NICE PLACE TO VISIT, BUT.. .The world Of MEAT 
Puppet is chock-full of menace, but the SVGA 
graphics are easy on the eyes. Note the level of 
detail in the painting near Lotos. 


by Robert Coffey 

FAT' PuiT’i'Ti's isometric 
shooting action and its 
female jirotagonist 
might cause some to 
dismiss it as an unorigi- 
nal Cwi.'vXDF.R knockoff 

(Crusadfr; NoY 
CllROMOSOMF:),but 
such an assumption 
would be unfair. Mfat 
PUPP iiri' is different, di.stinguLshing itself 
with a dark sense of humor; brutal, 
macabre enemies; and a hectic style of 
gameplay ail its own. Plaj'mates 
Interactive has itself a killer title. . .in 
more w-aw than one. 

DEATH OF THE PARTY 

After attending a parly, our heroine, 
Lx)tos Abstraction, wakes u]) with no 
memor)'. A m}'steriou.s figure known as 
the Martinet has erased her mind and 
implanted se\ eral gel sacs filled with 
chemicals under her skin. As IjtIos, you 
must follow' the orders of the Martinet 
and assassinate the leaders of six corpo- 
rations, lest he detonate the gel sacs, 
resulting in a rather mes.sy total body 
meltdowTi. Helping )ou is Dumaine, a 
digital assistant and fellow' hostage. 
Succeed and you can confront your 
oppressor, i'ail, and...well, you’d better 
get a mo]5. 

Wielding a veritable Swi.ss Ann)' knife 
of a gun that is capable of functioning as 
a flamethrower, machine gun, and rock- 
et launcher— among other things— 
l otos wreaks havoc across a beautifully 
blighted landscape. Tliree different reso- 
lution .settings all delher stunningly 
detailed graphics, but the higliesi setting 
is something really special, rendering a 


gorgeous gameworld. 'I he rich 
detail is evident in .slime-slicked 
sewer w'alls you can practical!)’ 
feel and cavernous chambers 
where highly glossed floors mir- 
ror the towering w'alls. Hie fire 
effects are tremendously eool. 

ABSTRACT ART 

'Hie look of MiiVf PliPi’Hri’ 
sets it apart from Crus.M')!\R— 
or any other game, for that mat- 
ter. It is a much more vertical 
game than Crusadfr, with 
rooms that soar and provide dif- 
ferent planes for action, 
i’latfonn gaming conventions play into 
several areas emphasizing jumping, 
parlieularly in a series of rooms that fea- 
ture trampolines. 

A dark, over-the-lop sense of humor 
colors the ph)'sical gameworld but is 
most evident in the invenlixc amiy of 
adversaries facing Lotos. E\'il nannies 
called Mucklewraths puff on cigarettes 
and mutter“Wdierc’s a man when you 


need one?” before herding tlieir bone- 
saw and scalpcl-w'iclciing toddler charges 
after you. BorglikeWiipma.sters, canni- 
balistic sewer abominations, and w'him- 
pering giant brains round out the 30-odd 
enemies. Unfortunately, the creative well 
runs dr)' a little later in the game w'lien 
you face enemies lhat are just well- 
armed humans. All the enemies boast a 
daunting AI; they run away w'hen over- 


Meat Puppet Tips 

Y ou’ve got to move quickly if you want to keep the Martinet from lique- 
fying your innards. These tips might keep you alive long enough to 
free yourself and exact revenge on your puppet master 
Kill in numbeiB. Let abominations chase you until you’ve got a gang 
behind you and then torch ’em. Scare toddlers back to the Mucklewraths 
then light up the Mucklewraths wilh a couple of rockets. They’ll ignite the 
gathered toddlers as they run around screaming. 

Use the environment as a weapon. Stand near fire jets to lure not-too-bright 
abominations to you and a fiery death. Lions of industry will gladly walk into tire 
spouts if you play your cards right. Standing near meal grindets will result in buck- 
ets of toddler-gore as the killer Idddies fell into the blades trying to reach you. 
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( TERRIBLE TANDEM Car^' out all your assassina- 
tions and you’ll get to square off against the 
Martinet and his little buddy. With luck you won't 
end up another bloody splotch on the wail. 


wlielnied and coordinate withering 
group attacks. A host of environmental 
hazards, including wicked whi])s, fire 
jets, and ridiculously gigantic guns add 
to tlic challenge. 

KILLER MOVES 

Keyboard connnands or a combina- 
tion of mouse and keyboard can be con- 
figured to maneuver Ixitos. But since 
the moirse is u.sed for shooting in both, 
mouse mode is the only practical 
option, since the need to hold down 
multiple keys w-hiie w hipping the mouse 
around will challenge any gamer lacking 
a prehensile tongue. Wliile Lotos can 
front- and backflip, as \\ejl as roll to 
either side, she has significant!}' few er 
movement options than the Crus.M'JKR 
hero. Since Lotos finishes rolls by facing 
a slightly different direction and stand- 
ing upright again, rolling across rooms 
and using cover isn’t an option. Pinick}’ 
controls also make lining up jumps fre- 
quently frustrating. 

Shooting is simple: Hie mouse's tar- 
geting reticle turns red o\'er an}' 
destructible object. Click the mouse 
and fire. The main drawback here is 
w'hen enemies get obscured by a col- 
umn, yet are still in Lotos’ line of fire, 
lire reticle w-on't target them no matter 
what, apparently “.seeing” only the col- 
umn, w'hich isn’t destructible. In these 
cases, enemies can shoot awa}' without 
fear of retaliation. 

BEAT THE CLOCK 

AjkI .shoot they w'ill, for the action in 
Mlv'ir PUPPCT is nonstop. Lotos is under 
constant assault as she leaps and sprints 
her way to switches, ammo, and 
]iow'erup.s. Annor provides some protec- 


tion, but at a price— recharging 
it requires electrocuting l^tos 
and taking some damage. Wlh 
the iVlartinct threatening to kill 
her if she doesn’t assassinate 
quickly, l/)tos is in a literal race 
agaimsl time. Wliile this adds a 
definite sense of urgency to the 
game, it also proves to be its 
biggest rirawback. 

Gamers intent on blow'ing 
away everything and gelling 
ever}' pow erup w'ill likely run 
out of time and die. You'll have 
to leave a lot of creatures alive, 
but does anyone really play this 
sort of game u'/t/iouf intending 
to indulge in a bloodbath? 'Hiis 
time constraint is compounded 
by the sj)raw'! of the gamcworld. 

Tile embassies are huge, and 
frequently confusing, and back- 
tracking is often required. 

Included maps will speed your 
joumey, but shortciiangc play- 
ing time. E\'ery room presents 
unique challenges, but you’ll 
find yourself .skipping the 
unncce.ssary ones w'iiilc racing 
dual clocks for multiple assign- 
ments. An option to sliul off the 
clock is definitely in order. 

MlL-vr PuPPE'1'’s other .shortcomings 
are niggling things, and don’t detract 
much from the ab.sorbingly violent 
gamepla}'. Death animations conic in 
just two varieties, doubtlessly due to 
Lotos' limited arsenal. Only specific 
objects can be destroyed, resulting in 
rooms that remain relatively pristine 
de.spite a barrage of bombing. Uncon- 
scious enemies are inexplicably invul- 
nerable to attack, even with mini-rock- 


ets, until they get up again. As is the 
case w'ith CtUiS.'\Dl':tq there is no multi- 
player option. 

Even with the time limit and funk}- 
controls, Pupptrr has plcntv of 
mayhem to offer action fans, llic color- 
ful assortment of enemies, obstacles, and 
puzzles keeps gameplav fresh and fun. 
Tills is no Crusader clone; its a good 
game in its own right. 


Try backflipping av/ay if you find yourself overwlielntecl by any group of crea- 
tures. Use flips to get past floor whips, fire jets, and the like. You’ll get past 
faster and often won't take any damage. 

The various cannons and turrets in Distopia pose a bigger threat than the 
Wenches of Distopia. Knock the Wenches down with a rocket blast, quickly 
destroy the missile launchers and guns, then wipe out the Wenches after tli^ 


^APPEAL: Gamers hungry for an 
action-packed, darkly funny, third- 
person shooter. 

^PROS: Addictive, violently frenzied 
gameplay; great sense of black 
humor; impressive graphics and ani- 
mation; wildly entertaining assortment 
of victims and obstacles. 


regain consciousness. 

Even if your system doesn’t support Meat Puppet's high resolution, it's 
handy if you find yourself getting totally bombed to death in a room. Toggle 
the high resolution on. then scroll to get a larger view of an area, its 
defenses, and where switches are located. Once you're done with your 
reconnaissance work, toggle back to a lower resolution and use your new 
knowledge to lay v/aste to all. 


^COHS: Time limit tor missions 
shortchanges 
exploration and 
gameplay; touchy 
controls complicate | 
portions of the 
game; limited 
movement options 
reduce strategies. 
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7TH LEm0wmmm 


I marrod, 7Ui tr«leiiiMli«(bMSepG*iM>i Inc. kVcisProso is a n-idslcced Iradtoaifc si IPcroProM, In 


ACTION. MMX technology delivers feverish, finger-blistering combat with action faster than any other real-time strategy game. 


ATTITUDE. Your voracious band of ruthless mercenaries gets smarter as they collect mutilated bodies for cold hard cash. 


ANARCHY. Wage war with up to 6 legions via modem, UiN or Internet-then deploy action element cards to wreak havoc on enemies. 






Scream through combat 
strategy and savor every 
CUT-WRENCHING moment of 
annihilating your enemy. 
With rage in your veins and 

ASSASSINATION On the brain, 

be prepared to command this 
7th Legion"' battalion in the 
ultimate untamed death test. 
Because once you’re in-it’s 
all about balls-to-the-wall 
real-time combat action 
where “paying your rejects” 
is done with a dignified 

SINGLE FINGER SALUTE. 
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■k-A-ki REVIEW • WIPEOUT XL 




Price: $49.99 
Minimum System 
Requirements: Pentium 
133 {P166 recommend- 
ed), Windows 95, 16MB 
RAM, 2x CD-ROM drive, 
4MB 3D acceierator 
(3Dtx, 3D Labs Permedia, 
Videoiogic Power VR, 
Rendition Verite, Matroc 
Mystique, or ATi 30 
Rage), Sound Biaster- 
compatibie sound card. 
Muttiptayer Support: 

None, 

Designer: Psygnosis UK 
Publisher: Psygnosis 
Foster City, CA 
(800) 438-7794 

www.psygnosis.CDm 
Reader Service d: 329 



Fast Beat 

A Futuristic Ride of Ups and Downs 


by Mark Clarkson 

I magine .screaming dowTi tlic 
gnarliest .slide at your local water 
park in a jet-powered luge. At 
night. In a thunderstorm. Oh, 
and there arc gaps in the slide, 
and a dozen other guys are jet- 
luging along with you, liurling 
bombs and roekets at each other 
and at you. Set it all to a pound- 
ing techno l)eat, and jouh’e got 
my first impression ofWii’[';OLrrXL- 
The games actual setup lias you pilot- 
ing a futuristic, anti-gravity race car over 
narrow, twisty, banked race courses. You 
jump gaps, ride high on the walls, and 
work tile air brakes to slide through 
turns — it’s furiously frenetic, purely 
arcade action. 

FAST BREAK 

WipeoutXL is fast and it's gorgeous. 1 
played the game on a P133 ninning an 
Orchid Righteous 31.'), and a P133 with a 
Diamond Monster 3D. (W^ipeoui’XL 
regu/res liardware 3D acceleration.) 
Even at 640x480, the textures look 
remarkably clean, 'fhcrc are weather 
effects including lightning, rain, and 
snow'. 1 would have liked to see better 
explosions, light sourcing from the 
weapons, and shadow's that are darker 
than their surroundings (rather than 
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► POWER UP You can pick up weapons, and 
other power-ups in the game, inciuding 
shieids and turbo boost, fay running over 
special marks on the track. 


lighter), but none of 
these faults detract- 
ed from the game- 
pla)'. 'Pile game 
sounds pretty good, 
loo, in full Dolby 
Surround. 

You choose from 
four different craft 
w'ith different attrib- 
utes, w'hich you 
steer with mouse, 
keyboard, or your 
trusty analog joy- 
stick. If you can win 
every race by dint 
of sheer reflex, 
great. If not, 

Wll’liOirr XL provides you with a 
plethora of fun weapons: salvos of rock- 
ets, sizzling electrical bolts, guided mis- 
siles, mines, bombs, and the awesome 
Quake Disrupter, which churns the 
track like a giant shaking out his bed 
sheet. Tliese weapons drain opponents’ 
shields, slow' their craft, and even 
destroy them. But rest assured: Tliey’ll 
be doing the same to you. 

Watch your shield strength. 1 f it drops 
too low', swing into the pits: an alternate 
loop of track where your shields recliarge 
on the fly, S la Dilsciln'I', 


WIPED OUT 

Unfortunately, WiPROUT XL 
does have some problems. 

'Hie first is a pain for some, 
and a challenge for others: The 
game is hard. WlPEOLTl'XL has 
six tracks: two easy, tw'o tricky, 
and two difficult. Come in first 
in all sL\ races and you face the 
/\rcade Challenge: same tracks, 
tougher competition. Take the 
gold again on every track, with- 
out hmhing fourth or worse 
more than three times, and two 
new, really-damn-hard tracks 
ajrpear. Good luck. 



SECOND HME'S A CHARM WiPEOUT XL is the PC port of the 
PlayStation hit. The first Wipeout port was terrible, but this 
port is actually pretty good. 


Tlic second, and real, problem is XLs 
lack of head-to-head play. Mell, even the 
PlayStation version has head-to-head 
racing. Psygnosis says a multiplayer 
patch is on the way, though, with 
Internet, LAN, and modem support. 

The game also had a slew of minor 
technical annoyances. It wouldn’t recog- 
nize most of the buttons on my CH FI6 
Combat Stick, and had ongoing, varying 
problems with my CLl pedals. It 
wouldn’t nin in 800x600 resolution and, 
for some reason, it ahvays turned the 
sound off in Window's 95. 

Wll’EOLTl'Xl., isa little limited. Tliere 
are only six tracks — eight if you’re super- 
man. Still, if NlI'ID I'OR Speed can’t sat- 
isfy you, WlPEOtri’XL could be your 
ticket to the fast track, S 

^An*EAL: Those searching for 
pure, fast arcade action. 

^PRO$: Good graphics and 
sound; blindingly fast racing 
action. 


►COHS: 

Technical 
glitches, too 
few tracks, 
and no head- 
to-head play. 
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THIS GAME 
WIL REALLY OPEN 
W YOUR EYES. 


3Dfx and Windows95 Native MybrK 


Dreams to reality: a visually spectacular action-adventure game in real-time 3D. 
Live out your wildest, most vivid dreams... if you dare. 


CIRCLE READER SERVICE #132 
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■AiK-k-k REVIEW • CARMACEDDON 




Price: S49 
Minimum System 
Requirements: Pentium 
90 or faster, Windows 95 
or MS-DOS 6.2,8MB 
RAM {16MB for 
Windows 95 version and 
network play), 4x CO- 
ROM drive. 20MB hard- 
drive space, 1MB VGA- 
graphics card (SVGA 
recommended); supports 
Sound Blaster-compati- 
ble sound cards, 
Microsoft compatible 
mouse, joysticks, and 
steering wheels 
(Thrustmaster, Mad Catz, 
and Performa). 
Multiplayer Support; IPX 
Designer: Stainless 
Software 
Publisher: SCI/Interplay 
Irvine, CA 
(800) INTERPL 
www.interplay.com 
Reader Service #: 330 


Let the Blood Fly 

Could Interplay’s Gory Racer Be the Ultimate Racing Game? 


by Peter Olafson 


S omewhere nlong lliat stretch 
of country liigliway, behs een 
plowing through a herd of 
cattle and disco\’ering that 
ni)' roadster wouldn’t make 
that mon.stcr loo[Mle-lo{)p, it 
occurred to me: It’s been a 
long lime since a driving 
game has been as much fun 
asCAllMACriDDON. 

'lliis racer is like DUKl-t Nlikem 3D. as 
plajcd from inside a scmitecl pseudo- 
Corvette. It’s got the gibs, its got the 
picjuant detail, and it’s got lire jiersonalil); 

You’re one of six participants in 36 
open-ended races car\’cd out of fi\ e 
brawTi)’ 3D worlds (cit)’ streets, the 
beach, the American West, an Aspen- 
like SHOW')' hicleaw'ay, and a treacherous 
factor}') where sjieeds surpass 300 kjih. 


FOUR WAYS TO THE FINISH LINE 

Mow' you win is u[i to }ou. You can 
destroy all of your opponents by beating 
them to an automotive jiiilp — which 
this game’s progres,sivc damage illustrates 
perfectly — or by pushing their carcasses 
where the sun don’t shine. You can kill 
every pedestrian on the streets. Or }'OU 
can i ick off the checkpoints in the right 
order and reach the finish line before an 
unforgiving clock runs out. 

An}' t}'pe of interesting chaos you can 
wTcak along the way \'.’ill grant }'ou either 
an extension or add to your bankroll. A 
good head-on collision? Wliy not? 'Flic 
little old lady with the walker? Run her 
o\'er. Tlie streets are fairly thronged with 
[ledestrians who shriek and flee upon 
your approach, and obligingly turn into 
chum on contact. A multiple somer.sault 
over one of the omnipresent striped bar- 
ricades, or a 20-story lca]i of faitli from a 
downtow'n office building? Do both. 

/Ml are standait! operating procetlure. 
Ybur starting car (otlx)rs can be acquired 
along the wa}') is ha[3|5ily durable and bot- 
tom-heavy, and can take a good amount 
of abuse before it begins spouting smoke. 
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W STEAK TONIGHT? Carmageddon’s most hilarious feature is the comedic excess of 
I violence. You gain bonuses for the more outrageous disp!^ of gore and mayhem. 


'fhere’s very little not to like about 
Carmageiddon. It has a range of 
aggressive opponents; a great, crunchy 
metal score and a symphony of sound 
effects; pointed and profane commen- 
tar}' from your jay I x;no-iike driver; and 
small touches like skidmarks, bloody 
tire-marks, and delicate handling on 
grass and underwaler. It also has a rich- 
ness of off-road sccncr}' and free-fonn 
structure I haven't .seen since Tkst 
Di< 1\'E 111— a relief after the raft of 
recent “trough” racers. 

1 expect someone, .somcwliere, will 
make a fuss about tlic violence. It won’t be 
me. Wliile this \sould be a good racing 
game witliout tlie gore, it would be just a 
racing game, instead of tlie silly, magnifi- 
cent black comedy it has become. 

FINAL LAP 

'lhat’snot to say that it couldn’t be 
ini[)ro\'ed. Tire other dri\ ers appear to 
key on your car and seem less interested 
in each other. The shop where you can 
ii])grade your car between races is sadly 
generic and underdone. (YVliere are the 
James Bond staples like machine guns, 
n>cket launchers, mines, and oil slicks?) 
I’cclestrian targets also needn’t be c[ui{e 
so lieipless. Sidearms and snipers u'oiild 
have been a nice touch. 


CaRMACKDIION could also be a bit 
cleaner. Hie hi-rcs DOS version simply 
didn’t work on my Pentium rigs. On later 
tracks, the game liad a tendency to 
freeze— sometimes for just a few sec- 
onds and sometimes for good. And, on 
one machine, invoking the comical 
replay mode sometimes seemed like dar- 
ing the game to crash. 

But the few problems I had with 
CAIl\t\CRDDON nc\'er overrode its 
addictivencss, nor stopped me from 
])laying, and 1 w'ound up answering each 
crasii of the jimgram with a dozen soar- 
ing ones of my own. CaRMACI'.DDON is 
the kind of game that mo.st racing titles 
onl}’ wish the}’ were: the fun kind. S; 


^APPEAL: Racing devotees with 
strong stomachs, fans of Death Race 
2000, and people who think cross- 
walks are really crosshairs. 
^PR^: We don’t have the space. 
Just about everything you could 
want in an 
arcade driving 
game. 

►COHS: Al isn’t 
the brightest; 
shop is out of 
stock; freeze-ups 
get to be a 
nuisance. 
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1.800.747. 2642 ext. 300 www.deadreck.conn 






6 unique multiplayer games for up to 8 
players, including Assassin, Arsenal, Kill at Will. 


22 twisted enemies, each with unique combat 
behavior, plus 21 bone-shredding weapons. 


20 non-linear territories: no set path; explore 
different territories before completing previous ones. 


Zoners. Radioactive waste. Psychos with Gauss 
Guns. Weicome to post-apocalyptic hell on Earth. 
Your only chance to see tomorrow is to figJit 
your way into the Dome and steal the secrets of 
survival. At least you've got one thing going 
for you; that allow you 

to see the entire 30 world and everyone in it. 
So now you can blow away enemies whether 
they are on a catwalk above or on the ground 
below. But watch your back because death is all 
around you. Coming this October for Windows 95. 
Download demo at www.takenoprisoners.com 
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REVIEW • WAR CODS 
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Price: S29.99 
Minimum System 
Requirements: Pentium 
60 (P120 recommended), 
Windows 95, 12MB RAM 
(16MB recommended), 2x 
CD-ROM drive (CD must 
be present to play). 
DirectSound-compatibie 
card, DirectX-compatible 
Local Bus SVGA-graphics 
video card; supports 
Gravis PC game Pad Pro, 
Gravis Grip or other 
DirectX-compatible multi- 
player adapter. 
Multiplayer support: Hot 
seat (2 players). 
Designer: Midway 
Publisher: GT Interactive 
Software 
New York, NY 
www.gtinteractive.com 
(800) 469-5961 
Reader Service ft: 331 



SlapsOck Fighter 

Midway Brings Kombat to a 3D Worid of Cheesy Gods ^ 
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► WARPED GODS WAR GoDS is Midway’s testbed for 3D fighting. 

It's an arcade fighter that’s been ported to the PC almost perfectly. 
The gameplay is shallow, but still fun. 


by Kelly Rickards 

W /\rGods, 
Midway’s ill- 
received 3D coin- 
op fighting game, 
has finally been 
ported to the PC. 
Tlie good news is 
the PC port is just 
about arcade per- 
fect. The bad 
news is that it suffers from the same 
deficiencies for which the arcade game 
w'as criticized. 

Basically, War Cods is nothing 
more than a polygonal MORTAL 
Kombat with a few added bells and 
w'histles. Need proof? To begin with, 
the storyline in War Cods adheres to 
the MoR'IAI , Komba'I' school of melo- 
dramatic, overwTOught narrative and 
corny themes. Billions of years ago, an 
alien being’s cargo of life-giving Ore 
crashed on Earth, scattering it over the 
molten surface of the planet. Tlirough 
the millennia, ten humans came into 
contact with the Ore and were trans- 
formed into (insert drum roll here) 
Su]3cr-E\'olved Warriors, llicse War- 
riors are the War Cods, and their des- 
tinies are intertwined, forcing them to 
confront each other in battle. 

Don’t even concern yourself with 
this bogus storyline. 

CHEESE FACTOR 

As with most arcade fighting games 
from Midwa)’, the AI in Wut CoDS’ 
single-player mode is cheap to the point 
of being unfair. Hie CPU-controlled 
Cods fight with a tecliniquc known in 
the arcade fighting world as ‘'turtling.” 
'file dreaded turtle technique is when a 
player blocks and positions their charac- 
ter in such a way that the 0]3ponent can 
do ver)' little or no damage. As soon as 
the turtler secs the turtlee commit a mis- 
take, he attacks. TTiis infuriating proce- 
dure forces a player to be aggressive 
while the turtle player simply waits to 


attack with 
little or no 
risk. Fighting 
against a 
human turtler 
is difficult 
enough, but 
battling it out 
with a CPU 
player (who 
always attacks 
with perfect 
timing, exe- 
cutes the 
most damag- 
ing combos, 
and takes half 
the damage of 
the human 
player) is just 
too frustrating. Even if the game is 
played on its easiest difficulty setting, a 
novice player will struggle for a while 
before winning. Do )'our,self a favor and 
play against another human plajer. 

MORTAL KOMBAT 4? 

As I said before. War Cods is basi- 
cally 3D Mor 1 /\L Kommi'. Although 
the characters are different, W/\R CoDS 
has more similarities to Mortal 
K oMBAl'than differences. Some of the 
Mortal Kombat hand-me-downs 
include: basic moves (uppercuts, sweeps, 
and the like) that are performed in exact- 
ly the same way; special moves and fatal- 
ities, also performed in exactly the same 
way as in MoiClAL KoMBA'lS 1-3; and the 
ominous voice samples and sound 
(deep-voiced announcer, moody music, 
over-the-top groans, whelps, and cries of 
pain). By the way, did 1 mention this 
game is a lot like MoR'IAL Kombai? 

Now, although W\r Cods isn’t tire 
greatest fighting game around, it does 
have some redeeming features. Tire 
basic gamejrlay in WAlt CODS is similar 
enough to Mortal Kombat that fans of 
that series can just jump in and have fun 


witli the game. One of the (few) tilings 1 
enjoy about Morial Kombat is how the 
game doesn’t seem to take itself serious- 
ly, Tlie way MorT/\L Kombat presents 
even the most basic mo\o with an o\'er- 
the-to[) outrageousness has a certain 
entertainment value in itself, and War 
Cods is stamped from the same humor- 
ous mold. And while War Cods lacks 
the tactical precision of S'l'Rl^ET FlClTlTR 
(my favorite fighting game series) or the 
graphic flair of Viriua FlGlTl'ER, it is 
eas)' to enjoy for casual fun. )ust be sure 
to bring a friend along or you’re toast. % 


^APPEAL: Fans of Mortal Kombat 
who have been waiting for the game 
to switch from 2D to 30. 

^PROS: Gratuitous violence; cool 
fatalities; polygonal graphics; over- 
the-top humor. 

Gratuitous violence; CPU 
opponents are 
too hard on even 
the easiest diffi- 
culty settings; 
gameptay lacks 
some of the pre- 
cision seen in 
other 3D fighters. 
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II- GUNS FAIL, BRING IN DOGS. 


IF DOGS FAIL, BRING IN TIEAR GAS. 
IF TIEAR GAS FAILS, 

BRING IN MIELICOPTIERS. 



S I E R R A“ 


Download the demo at www.sierra.com/swat2. 




DARYL F. GATES' 
POLICE QUEST 

Welcome to the world of Daryl F. Gates and the LAPD. Here, a 
thin blue line separates law-abiding society from kooks, crazies, terrorists, 
sociopaths, drug lords and gang bangers. The choice is yours. Join the good 
guys and learn LAPD SWAT tactics, strategies and scenarios. Dr become one of 
society’s miscreants, and take it to the establishment with bombs, grenades, 
and rocket launchers. Alone or on-line, no two missions are alike. All you 
have is your mental wherewithal and a steely resolve to keep your drawers 
soil-free under fire. It’s not just another day in L.A. Then again, it is. 


IF HIELICOPTIERS FAIL, 
BRING IN THIE NIEGOTIATIQN TIEA^yl. 
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^ ^Fly a chopper that makes 
the AH-64D look like a 
broken blender.” 
Gamespot On-line . 


< ‘...with grapliical defciils 
that puts Tomb Raider 
toshtuiie.” 

PC Gamer 


‘ ‘Non-stop action are the 
words that best sum up this 
latest offering from Blue Byte. ’ ’ 
Computer & Net Player 


•...a total kick to play, and 
looks better than anytliing 
hke it now on tlie market. ’ ’ 
Computer Games Strategy Plus 




Pause for a breather. 


Supports 

Penlium'^'and 

Pentiomoll 

Processors 
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^ Intense action gome 
demanding quick reflexes 
and aggressive gameplay! 

^ Stunning real time 3D graphics 
that don't require any expensive 
3D accelerotor cardsi 


^ Spectacular transparent effects 
including holograms, explosions 
and laser barriers! 

^ Easy-to-use controls allow you 
to jump right into the action! 


^ Supports 3Dfx, Force Feedback 
joysticks, and the Kali Internet 
gaming network! 

^ Six enormous above and below 
ground operation zones, complete 
with secret caves and tunnels! 



1 GRAND PRIZf 

Extremely Cool Falcoo Northwesl Mooli II 
Comooter System lApprax. rMl value SSOOOl 


Pound the alien invoders with a heavily 
armed/ stote-of-the-art battle tank! 


200 MHz Pentium® Processor with MMX technology • 32MB RAM 
3.1 GIG Hord Drive • 21" Monitor • 1 6X CD-ROM drive • 

Oversized speakers vrith Dolby Surround Sound 

1 flR$T PRlZf 5 itCOND 


5 StCOND PRIZE5 

$1,000 In Extremely 
Cool Cash 


COMP 


5 IHIRD PRIZES 


ThnisIHasler® 
Millennium 3D Inceptor 

500 SIXTH PRIZES 


250 ElfTH PRIZES 

EiMtie Assaiiir EnMM FIW JaU 


Battle up to three of your friends in the 
unique multi-player levels! 


EXTREME ASSAULT 
IS AVAILABLE NOW! 

For more information call (800) 933-2983 
Please mention source code 5WPCGW997 


© 1997 Blue Byte Sotiwm. AD ti*rs reserved. 'Extreme Assodt" is o frodemork of 
Bb Byte Softwnrs. MMXoridlheMMXli^orenodefnotksoflnldCcirpOT 
AH oihs (omporry otid product names used in this publkaiiort txe trodemorks or 


1/19/98 to 'Cool Wnws,' POBoi 1245 Dept, A, 

Blue Syle Softwrre, Inc • 670 L Higgins Rood, Ste. 143 • Sdmumburg, IL 60173 
Ptrene (800) 933-2983 • Fox (847) 995-9956 • htlpy/www.btuet)yte.(om 
READER SERVICE #175 


' Strike the enemy hard and fast with a 
1 powerful 21st century uttuck helicopter! 
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REVIEW • TONY LA RUSSA BASEBALL 4 


★ ★ 




Price: $44.95 
Minimum System 
Requirements: 

Pentium 90. Windows 
95, 16MB RAM, 20MB 
hard-disk space, 2x 
CD-ROM, DirectX-com- 
patible SVGA Card. 
Developer: Stormfront 
Studios 
Publisher: Maxis 
Sports 
Walnut Creek, CA 
(800) 336-2947 
www.maxis.com 
Reader Service #; 333 




Tony the Tired 

Stormf rant’s Tony La Russa 4 May Need Some Time on the Bench 

by Jim Gindin 


)ou’ll be a split second late to make con- 
tact. Because of tlii.s, L\ lluss.\4 is the 
only arcade giinic I’ve j3la)’cd where 1 
found m)T>elf going deep into the count 
agiiiirst llic coni[Duter pilclxir. If the pitch 
is in the strike zone, and )'our swing is well 
timed, you'll almost certainly make con- 
tact. Tlrcre really isn’t a sense of great 
contact versus mediocre contact, and ball 
direction and distance are more a reflec- 
tion of the hitters profile than an under- 
standing of ph)'sics. But, all in all, if it 
weren’t for the axlrcmcly slow speed of 
ihisgiimc (even at its fastest settings, with 
stadium detail turned ofO, this 
would be an excellent ballcr- 
pitchcr interface. 'Ihe pitchers 
and hitlers look very realistic, 
with moviclike animation of the 
wanuu[), windip, and swing. 

There’s no differentiation among 
players, however, cxee[)t for uni- 
form and skin color. 

’’Ihe fielding interface is not 
as good. I 'ieldeis simply don’t 
move very well in proportion to 
the .size of the stadium. 1 f a ball 
is hit right at a player, thcrcs 
enough time to make the catch, 
throw the Iratlci' out at first base 
or even complete the doublc- 


[>lay- If the ball is out of reach, however, 
computer runners are off to the races, 
hly balls between outfielders consistent- 
ly drop for easy triples. On more than 
one occasion. I’ve seen a batter bunt the 
ball past the pitcher and the second 
baseman into tiie riglit side of the infield, 
before it finally came to rest a little way 
into right-center field. Switching to the 
correct fielder can take time, as can 
sending the second baseman out to 
retrieve the ball. "^Ihe hitter stops at third 
with his bunt triple, then is credited with 
a home run as he scores when the sec- 


► BLINDING ME WITH SCIENCE For some inexplic- 
able reason, Stormfront scrapped the appealing 
interface of La Russa 3 for this nightmarishly 
hideous redesign. A note to the designers: Day- 
glo pink is not a Major League color 


T ONt’ Iy\ RllivSA BaSKR'UJ- 4, 
the latest version of 
Stonnfront Studio.s’ well- 
regarded baseball simula- 
tion, is an exercise in frus- 
tration. I found myself 
surprised by its ability to 
produce fairl)' reali.stic 
numbers in a verj' short 
amount of lime. I was 
pleased with its attempt to proxide 
full league support, a complete fanta- 
sy draft, and career play with a hint of 
minor-league development. But I w'as 
irritated with slow arcade play, sloppy 
stat-kee])ing, and an inability to blend 
rookie careers with established Major 
Leaguers, llicrc’s quite a range of 
function here, some of it implemented 
with surprising depth, but inconsistency 
spoils the overall packiige. 


HERE'S THE PITCH 

Pitching is the heart of any arcade 
baseball game. In L\ Ri)SS/\ 4, the jiilch- 
er begins the play by selecting from one 
to four available pitches. Crosshairs 
appear in the strike zone, then thcrcs an 
endle.ss amount of toe-tapping and bat- 
ter shuffling w'hile the pitcher waits to 
begin his windii]). You can move the 
crosshairs to direct the pitch until slightly 
after the pitcher releases the ball. The 
pilch heads toward Ihe selected area, 
affected by the pitcher’s fatigue and his 
control rating. For the most part, pitches 
look fairly realistic — sliders suddenly 
drop as they approach the plate, and 
curveballs bend slowly, according to 
their .spin. But fastballs, change ups, and 
sliders never move from side to side, and 
a hanging curx'cball or slider is treated 
exactly like a belt-high change up. 

Mitling, as in most games, is an exer- 
cise in timing a button-press as tiic pitch 
approaches the plate. Stonnfront did a 
great job with this, giving you a sense of 
pitch location just before its time to 
swing. If ytru w'ait just a tiny bit too long. 
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TONY LA RUSSA BASEBALL 4 • REVIEW 


ond basemans foss back to tlx: pitcher 
goes straight to the mound, rather than 
where the pitclier is standing after failing 
to field the bunt. 

TAKE A NUMBER 

Statistically speaking, La Russ,\ 4 is 
virtually identical to its predecessors. It 
simulates games fairly quickly, and is eas- 
ily capable of finishing a 2,000-game 
season in 15 minutes. The numbers are 
far better than any of the other arcade 
games on the market, but still fall short of 
the tcxt-i)ased games. Offense numbers 
are a little lower than in real life, espe- 
cially in the American League, where the 
games average about 1 runs less per 
game than real 1996 numbers. Most sea- 
sons feature one plaj'cr breaking the all- 
time liome mn record. Was this built 
into the game to add excitement? 

Pitching is not simulated quite as well, 
until little interest in individual home mn 
or walk totals. For which pitclies a player 
is rated is almost random. Randy johnson, 
Oie game’s most feared strikeout artist, 
isn’t rated for tlie slider, which many think 
is even nastier tlian his fastball. 

L\ Russa 4 lets you create leagues 
with varying division sizes and numbers 
of teams. It can create new schedules for 
these leagues and import teams from 


other leagues. Wiien simulating, it does a 
fair job assigning playing time, though 
there’s a tendency to overuse tiie l()[i 
setup reliever and no ability to set lineups 
beyiand providing one against left-hand- 
ed pitching and one against right-hand- 
ed pitching. Ev'en if your league is using 
the designated hitter and )ou have one 
in your pre-set lineups, simulated games 
will not use him, making stars like Edgar 
Martinez completely useless. Tliat’s 
almost certainly where the 1 '/’-run 
American League deficit comes in. 

La Rlis.s.’\ also includes a fantasy draft 
module and the ability to trade against 
computer teams. It’s easy to grab stars 
from opposing teams by offering up sev- 
eral mediocre players, however, and the 
computer does not draft particularly 
well. 1 was able to draft a 120-gamc u'in- 
ning team without prcj)aration while 
going against the 27 computer managers. 
While the computer teams seemed to 
understand who the superstars were, 
they had trouble telling a mediocre mid- 
dle reliever from a solid starting pitcher. 

HIT THE SHOWERS 

The Iw Russa scries has not aged 
well, despite its prominence in the 
market for several years. Bugs in scor- 
ing decisions reported in earlier 


versions still appear here. Tlie graphics 
display, state-of-the-art with La Russa 
3, is .slow and behind the limes. The 
extra modules, which should provide a 
lot of entertainment value for relatively 
little programming complexity, still 
don't work propcrl)'. If you own anj' 
version of La Russa baseball created 
in the last three years, you won’t find 
this much of an upgrade. It’s a shame, 
because with so many mediocre titles 
out there, this should have been the 
time for a mature product to shine. La 
Russa 4 brings the scries close to a 
demotion to the minor leagues. 


^APPEAL: Baseball fans who want 
a taste of everything, without requir- 
ing a great amount of depth. Fans 
who don’t have either of the last two 
La Russa releases. 

^PROS: Good statistical simulator; 
decent support for league play; fairly 
realistic gameplay. 

^COHS: Mind-numbingly slow speed 
on iower-end 
machines; statis- 
tics deteriorate in 
career play; poor 
understanding of 
baseball’s dimen- 
sions; many errors 
in tracking stats. 




On the Farm 


T he most appealing . yet most poorly Implemented, 
feature in the gan e is La Russa 4’s GM Challenge, 
a module that let; you compete against other 
teams in career p ay. Each season, the computer 
provides you with up to 2! i minor league pl^rs to evalu- 
ate. with their positions bt sed on whatever you decided to 
emphasize when scouting Over time, the established vet- 
erans retire and your rook .eagu^tbndings 

ies develop, I 

Each season, you k 

receive a scouting report A 

and some statistics on ^ 

each rookie, then have th( 
option of replacing a pl^ r W 

on your roster, releasing ^ 

the rookie, or keeping hirr 
in the farm system. , 

However especially with ! 
pitchers, the ^uations I 
seem random, and the 
only way to get a true 
sense of a rookie’s 


.eagu^titndings ^fifEBCAN 

HHI^ceBbS 





1 1 1 

: fi It 


i 






> BLAME n ON COSTANZA La Russa’s best fea- 
j ture is the GM Challenge, which lets you indulge 
in fantasy career play, but the statistical model is 
mired with mistakes. 


performance is to put him on the roster and look at how 
the computer rates him for trading purposes, 

Established players retire each season, although their 
statistic^ ratings don't really deteriorate with age. You 
should try to play as many years as possible at once, since 
the game doesn't always save career statistics properly. 

The rookies can pitch very well, and it’s ea^ to find a 
• — • starter who can fill a gaping hole in 

your rotation. But they can't hit. After a 
few years, once the newcomers fill most 
of your batting order, your offense will 
suffer. It’s not unusual to see team bat- 
ting averages below .200 after seven or 
eight years of this simulation. Also, 
these newcomers make 95 percent of 
the errois in the field. It’s not unusual 
to see Cincinnati’s Barry Larkin make 
just two errors in a season while the 
mokie at second base makes two 
dozen. The GM Challenge was an excel- 
lent Idea when introduced with La Russa 
3, but it's still not ready for prime time. 
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Don’t play with imitations. This is real football. The most complete, comprehensive, in-depth experience out there. 
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■k-ki REVIEW • FROKT PACE SPORTS: BASEBALL PRO '98 


Minor Leaguer 


It’s Better, but Sierra’s Ambitious Baseball Sim 
Still Can’t Make the Big Leagues 


by Robert Coffey 

Y ou should know 

that Front 
Pace Spor'I'S: 
BaseB'\ll Pro 
'98 has za]5ped 
many of the bugs 
that plagued the 
'96 version. 
Position players 
no longer lead 
the league in saves, the pitch 
indicator works, and the World 
Series is no longer a one-game 
affair. Like its predecessor, it’s a 
game of great promise, aiming 
to be the most comprehensive 
baseball sim yet. But lost among 
the glut of detail is a sense of 
real fun. More disappointingly, 
a new bunch of bugs (jjIus some 
old annojances) can be found 
buzzing around the bat rack. 


Price: $29 
IVlinjmum System 
Requirements: Windows 95, 
P60 (P120 recommended), 
16MB RAM (32MB recom- 
mended), 18MB hard-disk 
space, 256 colors video dri- 
vers (accelerated video card 
recommended), 2x CD-ROM 
drive (4x recommended), 
sound card with Win-95 dri- 
vers (16-bit sound card rec- 
ommended), mouse, 
modem for remote leagues 
(28.8 modem recommend- 
ed), joystick supported. 

Multiplayer Support: 

Hotseat (1-2 players). 
Designer/Publisher: Sierra 
On-Line. 
Bellevue, WA 98007 
(800) 757-7707 
www.sierra.com 
Reader Service tf: 334 


WANTED: COMMISSIONER 

Any baseball fan who has 
lamented the boneheaded 
moves of their favorite team's manage- 
ment will love the degree of control in 
B.aseb,all Pro '98, You lord o\’er every 
aspect of a baseball organization, from 
managing the minor leagues to design- 
ing the uniforms. If you’re the kind of 
GM who likes making trades but doesn't 
want to bother with tlie amateur draft, 
the game will let you hand off various 
chores as you see fit. Simulating games 
still takes forever, but a new “Fast Sim” 
option reduces that to about a third of 
forever. “Fast simming" an entire season 
will still consume an entire day. 

Wliile the scope of league operations is 
commendable, it borders on bloat and 
gets in the w'ay of the fun. Why teams 
can’t be accessed simply by clicking on 
them from the league screens is beyond 
me, but the noninhiilive interface dictates 
a tedious series of mouse clicks triggering 
countless pulldown menus for ever)' task. 


HITTING THE WALL Frustrated by the game’s refusal to reset after a fielding play, Atlanta's 
John Smoltz falls down after being directed to repeatedly bang his head against the outfield 
wall. You may want to join him. 


New associations must have a minimum 
of eight teams and the length of the sea- 
son can’t be set except by choosing one of 
three options — bad news for six people 
looking to play a 40-game season. 

There’s no way to propose or execute 
three-way trades except as a series of 
day-consuming two-way deals. And 
Baseball Pro '98 has no designation 
for utilit)' pla)'ers, allotting players only 
one extra qualified position. San Diegos 
utility-man extraordinaire. Archi 
Cianfrocco, is listed as a first baseman 
and pitcher, in spite of his playing every 
infield position and catching last year— 
and all of them more than the one or 
two innings he pitciied. But put him at 
second and you’re be^ng for errors. 

THE UNNATURAL 

B,’\SEB,UL Pro '98 still makes the mis- 
take of principally defining players 


through ratings for their attributes. ’While 
these numbers can be tweaked during 
spring training and can be modestly use- 
ful in assessing talent during amateur 
drafts, they aren’t really meaningful in 
predicting performance, since highly 
rated players like Tony Gw-ynn can have 
hideous seasons (see sidebar). 

Yet you’re confronted with these num- 
bers constantly, even though changes in 
batting averages, RBIs, and strikeout 
totals are what define and shape both the 
players and the season. For all of 
B/\SEB.alL Pro ’98’s flexibility, there’s no 
way to get the game to show historical, or 
accumulated, stats in the pitching/bat- 
ting screen or even to set them as 
defaults in the manager’s lineup card. 

Accumulated averages and current 
game stats do show up in one of the 
man)' windows that clutter the screen 
during games, a ticker that acts as a 
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sort of silent play-by-play guy. Gamers with less robust com- 
puters will want to close the window to enhance perfor- 
mance, while everyone else will close it (along with other 
unnecessary windows) so they can see the game better. 

FIELD OF SCREAMS 

Depending on levels of difficulty selected, gamers can 
decide when, how, and where to swing the bat. Pitching 
requires deciding which pitch to throw, where to throw it, 
and how fast it will go. As for fielding, well, you had better 
let the computer do it. At anything above the easiest setting 
you must aim your fielder at a diminishing circle to catch a 
ball in the air and then, instead of just pressing a certain key 
to throw to the proper base, you have to line up the player to 
the bag and throw. 

Letting the computer field the ball means 
putting your faith in a Little League-cal- 
iber fielding AI. The kind of Al that has 
the left fielder mn in past the ball to cover 
second while the second baseman is run- 
ning out to left to get the ball after a bad 
throw from the first baseman. 

Somewhere this makes sense to someone. 

Tlrere’s more. Far too many balls are 
hit right back to the pitcher, and com- 
puter-controlled batters never swing at a 
pitch out of the strike zone. Watching 
the ball carry and carry in Coors Fields 
high altitude is kinda fun, as is being 
thrown off-balance by a sidearming 
pitcher when you’re at the plate, but the 
lackluster games just don't generate all 
that much excitement. 

More than a decade ago, with less 
technology and less powerful comput- 
ers, Earl Weaver Baseball had many 
of B.ASEB.ALL Pro '98’s features and 
loads more fun. That’s why it's in this 
magazine’s Hall of Fame. FRONT Pace 
Sports; Baseball Pro '98 is getting 
better, but it has a long way to go to fill 
Earl’s shoes.% 



► SEW MANY OPTIONS Baseball Pro '98 lets you control virtually 
[ every aspect of your team, including designing butt-ugly uniforms 
that negate the need for lights during night games. 


^APPEAL: Would-be baseball com- 
missioners and GMs more concerned 
with minutiae than realism or enter- 
tainment. 

^PRO& Host of options simulate 
almost every aspect of baseball; 
many old bugs have been fixed. 
^COHS: Interface not up to han- 
dling a game this size; new bugs 
have replaced 
the old; poor 
fielding Al; 
can't fully cus- 
tomize leagues; 
no modem play; 
game just isn't 
much fun > 
to play. 



w 


hile the ’98 version of Front Page Sporr: Baseball has improved 
its statistics model by spreading out the numbers, many players 
still seem to be pl^ng in an alternate, Bizarro World baseball 


•Gamers.looking to, draft a 
Baseball Pro '98 league 
should expect the unex- 
pected. . 

It's unfathomable how 
Tony Gwynn, with a .337 
average over a 15-year^ 
career (highest among 
active players) and seven 
batting titles, can be bat- 
ting .198 at midseason 
and finish at ,221, Just 
one point above light-hit- 
ting Rey Ordonez, His 1- 
for-27 start probably 



’ NEW MATH Shortcomings in the statistical 
model are painfully obvious when looking at 
future Hall-of-Famer Tony Gwynn's league- 
worst batting average at midseason. 


explains how he finished behind Eric l^rros' league-leading .353 (.260 
last year .264 over six years), If this ever happens in real life, look for a 
plague of iocusts to follow. 

Over in the American League, Albert Belle managed to add almost 100 
points to his eight-year average of .295 by making a run at .400 and 
leading the league at .389. And while Jay Buhner’s 185 RBIs (5 short of 
the all-time record for a season) is remotely conceivable, notoriously free- 
swinging Ozzie Guillen’s 55 walks is not. The man had lust 10 in 1996 
and has averaged 14.25 over a 10-year career. 

Baseball Pro ’98 doesn’t do much better with pitching. While Kevin 
Brown dropped just a point on his real-iife 1.89 ERA, Randy Johnson 
stayed healthy through a simmed season to post ungodly numbers— a 
27-6 record, 1.69 ERA, and a staggering, league-ieading 342 strike- 
outs. Johnson also led the league in leaping tali buildings in a single 
bound and locomotive racing. Baseball Pro '98 just doesn’t understand 
pitchers, making most successful hurlers power pitchers, in spite of real 
life. Future Hail of Famer and control specialist Greg Maddux led the 
league with 322 strikeouts and a 1.27 ERA. Not exactly the profile of a 
man who has averaged 149 strikeouts over an 11-year career and did 
well with 172 last year. 
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REVIEW • GRAND SLAH 



A Real Slam 

Any Relation to Baseball Is Purely Coincidental 

by Dennis McCauley 



Price: $45.99 
Minimum System 
Requirements: P90 
(P133 recommended), 
16MB RAM. 20MB 
hard-disk space, 
Windows 95, SVGA 
graphics with 1MB 
video RAM (4MB rec- 
ommended), 4x CD- 
ROM; supports 
Windows-compatible 
sound cards and 3D 
accelerators. 
Multiplayer Support: 
2 players, 
same computer. 
Designer: Burst 
Publisher: Virgin 
Interactive 
Entertainment 
Irvine, CA 
(800) 874-4607 
www.vie.Gom 
Reader Service d: 335 


V irgin’s NHL 

POWERIMAY '96 tiiniecl 
a few heads last year, 
which makes it all the 
more surprising that 
Gkwd Si.am looks so 
much like a rookie 
effort. In fact, GR/\ND 
Slam has the look and 
feel of a console 

game — and while there’s notliing 
wrong with a good arcade simulation 
of the national pastime, GR'SND Siam 
offers none of the sophLstication of its 
ever-growing list of competitors, 

'Hie game is attractive, especially 
on systems with 3D acceleration, and I 
graphically shows the different body I 
types among the players. Albert Belle, • 
for example, offers a much stockier sil- 
houette than a Brady Anderson. Batters 
blow bubbles, call time, or groan at a bad 
call. Pitchers do their part too, shaking 
off .signak and .scooping dirt from the 
mound. It’s a shame that Gr.-\ND Siams 
viewing angles aren’t more flexible, as I’d 
enioy seeing what tlie rest of the pla)crs 
might be up to in the field. On the 
downside, the uniforms lack numbers, 
team names, and logos, and tiie players 
arc clad in less-than-accurate home and 
road unifonns. 

THROWING A SINKER 

lliere are sc\'eral modes of play, 
including practice, exhibition, and sea- 
sonal (of 13, 52, or 162 games), as well as 
a home-run derbj'. Git/\ND SL/V\1 also 
simulates games with admirable speed, 
but it gets nowhere fast. In one 162-game 
season simmed for this review, 103 bat- 
ters hit over .300. Another dozen swiped 
more than 50 bases, and home runs far 
exceeded even loda)’’s record highs. 

With offen.se so dominant, pitching stats 
were equally out of kilter. In the same 
replay, 21 pitchers lost 20 or more games. 
In a very stratige statistical bug, more 
than 1 50 pitchers had N/A listed as their 



INFINITE SLUGGER Home runs leave the launch pad In record numbers, regardless of 
whether you’re playing arcade or sim mode. 


earned nin average, despite clearly hav- 
ing a calculable E13A- Tlie game also 
mixes NL and AL players together, a 
maior league no-no sure to drive baseball 
purists crazy'. 

What really soured me on G!l\ND 
StANt, iiowever, was its brain-dead roster 
AI. Having fought my way' through the 
games clunky interface, 1 w'as ready to 
do some wheeling and dealing at the 
trade screen, where you can proi>ose 
swaps and sift through offers from other 
clubs. In a lo])sided deal, I offered star 
Yankee Cl^ Bemie Williams to the 
Phillies for light-hitting backup catcher 
Mark Parent. Now', any GM worth his 
cigar would have accejjted this deal in a 
New York minute. GivxND Siam’s 
P hiladelphia teajo, however, rejected it, 
asking me to throw in more players! In 
my next try, I offered ace pitcher Andy 
Ffettite to the Mets for journeyman 
reliever Toby Borland. The Mets not only 
declined my offer, but asked me to add a 
catcher to the deal. Since the Mels 
already had ace Todd Hundley behind 
the plate, 1 W'as left scratching my head. 

Gr.-\N'D Slam does ha\'e some nice 
arcade aspects. Pitching uses a power 
meter, w'hich causes \'ariations in pitch 


velocity and location. Batting can be 
challenging, requiring that you time your 
swing, while moving the bat up, dow'n, 
or laterally through the strike zone to 
compensate for pitch location. You can 
also choose to control fielders and nin- 
ners, or delegate these chores to the 
computer. But the bottom line on 
GR'\ND Slam is that it doesn’t play any- 
thing like real baseball. It could have 
been a pleasant di\’ersion for casual fans, 
but the non-inluitive interface and tem- 
blc /M deny it even that modest goal. 
With the great number of baseball 
games out there, w'hy buy one that gets 
so many tilings WTong? ^ 


^APKAL: Only for those who must 
own every computer baseball game. 
^PROS: Decent player graphics and 
stadium renditions; MLBPA 
licensing. 
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This Is ABC’s Monday Night Footlral! ’98 ’,'’CD-r6m game, 

& a realistic simulation of what it feels like to suit up and walk onto the 
- field with the strains. of Hank Williams Jr. stinging in your ears. (And 
/ let’s face It, It’s the only way you’ll ever be on Monday Night Football, 
/ pal.) It’s crammed with stats, strategy and 36 years of ABC Sports 
experience. The only things missing are the commercials. Experience 
\ the experience of ABC’s Monday Night Football ’98. 


wwvy.abcinteractive.com 


^■i>eWqpecl^Wi^clows*9§^ ^ 

« ‘-'-•C., ALL RK3HT8 ncSERV^ 

; I I riiu PUiycr'. Inc luuo is i IfliiMniVlt u< Om NFL Fill 
’ J|L|hJ| SndiiAitecl. NFL nnci ilia NFl ;',hic.'l^Dru;jnuii.'ni(i(i it. 


All liaduimiiKi. .110 .liwneEf liy U’ 
Ills NFL loom n.iiti^B, Kiflds. lip 


JRGL^ RfADER SERVIKE ;/244 
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REVIEW • KICKOFF 97 


G-O-O-A-A-L!!! 


Maxis Sports’ KickOff 97 Sets a New Standard for PC Soccer Sims 


by Scott A. May 


Price: $39.95 
Minimum System 
Requirements; 
Pentium 75 or faster 
for Windows 95 or 
486DX2-66 for DOS, 
16MB RAM for Win 95 
or 8M8 RAM for DOS, 
SVGA graphics, 60MB 
hard-disk space for 
Win 95 or 50MB for 
DOS, 2x CD-ROM 
drive, mouse, joystick; 
supports Sound 
Blaster-compatibie 
sound cards. 
Multiplayer Support: 
Hotseat (1-2 piayers). 

Designer: 
ANCO Software 
Publisher: 
Maxis Sports 
Wainul Creek, CA 
(800) 33-MAXIS 
www.maxis.com 
Reader Service if: 336 


D eveloped in Britain 
by ANCO Software, 
KickOff 97 is the 
second title of the 
year from Maxis’ 
new sports line, and 
this one is a beauty. 

The game has two 
critical attributes 
that none of its 
recent competitors can boast: 
razor-sharp artificial intelligence 
and gameplay so intense it will 
make your head spin and your fin- 
gers numb. If you’re looking for 
soccer action at its digital best, 
you’ve come to (he right place. 

Playable from either DOS or 
Windows 95, KickOff 97 sup- 
ports resolutions up to 640x480 | 

and a 256-color depth. Although I 
the game makes no use of accel- I 
erated hardware, it doesn’t need to— 
you’ll experience absolutely manic 
game speed and fluid animation, even 
on systems below the recommended 
minimum requirements. At last, a 
game that doesn’t penalize gamers 
with limited resources. 

TEAM PLAYER 

The games national and internation- 
al rosters include more than 300 teams, 
comprised of more than 5,200 players. 
There’s no official license, however, so 
don’t bother looking for your favorite 
soccer star here. A player editor lets 
you change names and unifonn 
appearance, but not positions or skill 
levels. You can also create your own 
Dream Teams, picking the top players 
from all available leagues. Game 
modes include practice, single friendly 
matches, 30-round league challenge, 
and nationalAVorld Cup playoffs. 
There’s no online multiplayer or LAN 
support, but the game can be played 
head-to-head on one computer. 


FOOTIE CAM Gamers can view the action in KickOff 97 from 36 different camera angies, 
which shouid iet you see exactiy how the game's kiiier Ai just kicked your butt. 


Unlike in many other soccer games, 
the practice mode isn’t just a lame 
menu option here. KickOff 97’s prac- 
tice mode is a full-blouTi tutorial of soc- 
cer mechanics that includes passing 
and receiving, dribbling and shooting, 
penalty kicks, goal keeping, cross-ins, 
corner kicks, and free kicks. Wlien you 
think you’ve mastered them all, you can 
test your skills in the decathlon-style 
tournament practice. 

And make no mistake— you’ll need 
plenty of practice to face tiie game’s 
outstanding computer-controlled play- 
ers. Tliough artificial intelligence can 
be a somewhat intangible quality to 
measure, this game’s AI will kick an 
average player’s butt all over the field. 
With almost no exceptions, the com- 
puter-controlled competition is fast, 
precise, and utterly ruthless in its 
ciiargc on your goal. 

Tlierc are no skill levels to speak of, 
other than the overall quality of the team 
you’re matched against. Arcade mode 
plays a little loosely, but simulation 


mode cuts unprepared human players 
absolutely zero slack. 

BUMP AND GRIND 

On-field graphics are sparse, but well 
designed. Players are composed of tex- 
ture-mapped polygons, motion-cap- 
tured to a fault. The range of realistic 
player movements is a sight to behold. 
Victims of brutal tackles typically lan- 
guish on the turf for several seconds, as 
if reeling in pain or at least shaking the 
stars from their heads. Others may stand 
up and begin pushing or fighting, joined 
by other hotheaded players. When the 
referee issues a j’ellow or red flag, 
offending players vehemently argue the 
penalty. Goalkeepers bemoan each 
missed block and e\'en appear to point 
an accusing finger at their teammates. 

In other words, the animation is fluid 
and surprisingly diverse. 

Player control is tight and responsive 
using a joystick (digital or analog), key- 
board, or mouse. A variety of command 
combinations lets you perform a host of 
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V ■-;., V /this is Sports-, fhijy Racing: Road to thgJndianapglis'^6"V 

CD-ROM game, a realistic simiilMioh of w(^t itfeeis.like to drive a • 
■•milllon-dollar car.at 220 miles ap hour. It’s full of twists, turtijS and ■* . 
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• P -You wanna know what'lt feels like. to do Indy? Do thi§. " > i / .* • 


.apc^gteractive'.Qom 


• Developed tor Windows'* 95 ^ 


H|)ots*K), Iijly 50f), Idjly .-iml IJm: lixly flpriiiil l.ftlgiyJIlHOS 
Drivuiv' tiAiios. likyiK.iM.ifS.'oticl'iiii.iin.''. iifc llvi (jioiKiily ol 
l(.■apB01ltfu imim ownor, iisgcl.uiiclf't IMS I’topittU 


OT-StjOrls.l.LC.. AlCrkSTTS RESERVED. AH linriomnrks uit uwnoci l>y Hicii H!spcc;llvocimi(iaiiicr. It: 
■ifo Ira'iefnaiks ol the lnili;iii;iputis Motcx Spsuclway Co(poj»lion, iisod tmdc-f license Itom IMS-Pitifioi 

'■ -■ iHiiin iinintR niKl mce^it lilj^nnr.r.o^ nitltiofiiowirly ol p 


'.ed^iriclQi koniie lidin IMS Piopcrt 


SPORTS 


REVIEW • KICKOFF 97 



precision offensive and defensive moves, 
such as overhead (bicycle) kicks, volley 
passes, diving headers, back heel kicks, 
bending (banana) shots, spin (forward or 
reverse), cross-ins, and three types of 


► IN YOUR FACE KickOff 97 features some of the most diverse motion-captured 
animation and intense soccer action in its class. 


tackles (short, slide, and dirty). The 
learning curve is fairly sleep, but definite- 
ly rewarding when you begin to execute 
complex moves in the heat of action. 
Graphic displays can be set to either 
isometric 3D 
or overhead 
2D, viewed 
from a total of 
36 hot-key 
selected cam- 
era angles. 
Don’t have a 
Pentium? No 
problem: 
Simply change 
the video reso- 
lution to 
320x200, 
which turbo- 
charges the 
frame rate, 
even on a mid- 
speed 486. In 
this mode, the 
visuals may 


suffer from blockiiiess, but gamepla)' 
smokes and the level of animation detail 
remains intact. Other goodies include a 
tactical editor for changing player for- 
mations, and the ability to save up to 32 
replays to disk. 

KICK IN THE HEAD 

Overall, KickOf? 97 is an excellent 
soccer sim, notable for its blazing action, 
detailed animation, and deft computer 
AI. If you’ve been waiting for a soccer 
game that’s challenging and just plain 
fun to play, look no further. S 

^APPEAL: Action-oriented 
footie fans. 

^PROS: Exceptionally fast and 
smooth gameplay; challenging AI; 
mns great even 
on slower 
systems. 

►COHS: No 
online multiplay- 
er support; limit- 
ed team/player 
editor. 





Plant Trees for America 


T rees provide food, shelter, and 
nesting sites for songbirds. 

Trees increase property 
values, and make our 
homes and neighborhoods 
more livable. 

Trees help conserve 
energy. They cool our 
homes and entire cities in 
the summer, and slow cold 
winter winds. Shade trees 
and windbreaks can cut 
home utility bills 15-35%. 

Trees clear the air we breathe. 

They provide life-giving oxygen while 
they remove particulates from the air and 
reduce atmospheric carbon dioxide. 


America needs more trees 


The United States has lost a third of its 
forest cover in the last 200 years. 

Our towns should have twice as many 
street trees as they have today. 

Wc need more trees around our homes 
and throughout our communities. We 


need more trees to protect our farm fields 
and our rivers and streams. To provide 
wood for our homes and a thousand 
products we use every day. 

10 Free Trees 

Ten Colorado blue spruces, or other 
conifers selected to grow in your area 
will be given to each person who joins 


the Arbor Day Foundation. 

Your trees will be shippci 
postpaid at tlie right lime fo 
planting in your area, Februar; 
through May in the spring o 
October througli mid Decembe 
in the fall. The six to twelve incl 
trees are guaranlced to grow, o 
they' will be replaced free. 

To become a membe; 
and to receive your frei 
trees, send a $10 member- 
ship contribu- 
tion to Ten Blue 
Spruces, National 
Arbor Day Founda- 
tion, 100 Arbor 
Avenue, Nebraska 
City, NE 68410. 

Join today, and plant your Tree: 
for America! 


The National 
Arbor Day Foundation 




www.abctnteractlve.com 


■ Developed for 
^ Windows' 95 
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Price: $49.99 
Minimum System 
Requirements: 
P75 {P133 recom- 
mended), Windows 95, 
16MB RAM, 60MB free 
hard-disk space, SVGA 
graphics, 4x CD-ROM, 
mouse: requires 
DirectX-compatible 
sound and video cards; 

modem. 

Multipiayer Support: 
LAN or internet 
(1-4 players). 
Design: EA Sports 
Publisher: 
Electronic Arts 
San Mateo, CA 
(800) 448-8822 
www.ea.com 
Reader Service #; 337 


Hook Shot 

EA Sports’ Latest Gets No Eagles 


by Scott A. May 

n case you haven’t noticed, it’s 
boom time on the digital 
greens, as more golf sims than 
ever vie for space on your com- 
puter screen. Yet beyond new 
graphic engines, improved 
physics models, and multiplayer 
capabilities, most publishers 
prefer to play it safe than to tin- 
ker with success. Such is the 
case udth EA Sports’ PGA Tour Pro, 
a solid, but rather conventional, Win 95 
update to the company’s venerable golf 
franchise. In a nutshell, this game will 
neither disappoint nor inspire. 

FAMILIAR SET OF CLUBS 

ElA Sports may have lost its cutting 
edge in the football, soccer, and basket- 
ball arenas but, as most fans will be 
happy to find, it’s nearly impossible to 
screw up an already good golf simula- 
tion. Aside from a few new graphic 
flourishes— including a revamped 
interface and ambient animation — the 
design team sticks with the boilerplate 
design that made the previous DOS 
versions so palatable. 

Originally packaged with only two 18- 
hole courses, TPC of Scottsdale and 
Bay Hill Club, this version adds the 
Peach Beach course disk as a bonus. 

'Hie game is also compatible with older 
DOS-based courses including TPC at 
Sawgrass, Spyglass Hill, TPC at Avenel, 
and Spanish Bay. Game modes include 
practice, stroke, tournament, skins, and 
shoot-out, and are playable with up to 
four people via modem, LAN, or EAs 
free Internet sports network. As many as 
20 foursomes can compete in online 
tournaments. Logging on to EA Sports 
Net is a no-brainer; finding available 
Internet competition, however, proves 
much more difficult. 

Course graphics are suitably photo- 
realistic. Rendered in realtime, the 
instant screen updates employ EAs pro- 
prietary Flash Draw technology. 




^ IN A SQUARE GROOVE Just as SimGolf and Front Page Sports: Golf are trying new 
I swing meters, PGA gives up its unique swing for a standard circular meter 

Motion-captured digital golfers are set 
against a backdrop of textured polygons 
and sprite-based graphics, boasting a 
maximum 800x600 resolution and 16-bit 
color depth. MMXsupport is provided, 
as well as DireetPlay, but otherwise the 
game requires no special 3D hardware 
or software acceleration. Overall graph- 
ics quality is good, although a low poly- 
gon tile count makes the foregrounds 
appear slightly flat, and thus they lack 
the illusion of depth. 

If you are familiar with tire PGATOUR 
series, youll find some new touches to 
gameplay. You can walk the course in 
realtime to read tlie greens. IndKIdua! 
hole fly-bys, augmented with audio com- 
mentary, let you map your pending strate- 
gies. Theres even a special "risk meter" to 
gauge the difficult)' of your upcoming 
shot. On the downside, EA has changed 
their once-unic)ue swing overlay to a more 
traditional circular meter. 

IfWn 95 online gaming is your 
prime consideration, PGA ToUR I’ro is 
worth the upgrade. Otherwise, stick 
with previous DOS-based PGA 
Tour titles, which are still among the 
best in the business. % 



► LAG A LITTLE This shot shows one of 
PGA Tour’s assets; reading the greens 
in realtime. 


^APPEAL: PC golfers, especially 
those who enjoyed the earlier PGA 
Tour games. 

^PROS: Smart, clean Interface; 
good course selection; choice of 
three multiplayer 
modes. 


^CONS: Adds 


to an over 


crowded genre; 


high system 


requirements. 
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WIIM S'lO.OOO 


DETAILS IN EVERY GAME 


3 GREAY GAMES! 3 WAYS YO WIN! 


Now you can play ABC Interactive's extremely live sports CD-ROM games 
in a live competition on the Internet. 


It's the Quest for the Best Internet Championships. 

Huddle up with thousands of sports sim players from across the country and play 
head-to-head sports sims in real time. Here’s how to play: 

• Purchase any or all three games; ABC’s Monday Night Football ’98,'* 

ABC Sports Indy Racing or ABC Sports College Football: 

• Register at www.abcinteractive.com 

• Compete in qualification rounds. 

• Advance to the finals and compete for the $10,000 grand prize for each title. 

• 2 Finalists in each competition are flown to the ultimate on-sIte location: 

ABC’s Monday Night Football '98 at SuperBowl XXXII in San Diego, ABC Sports 
Indy Racing at the Indy 200 at Walt Disney World or ABC Sports College Football 
at The Rose Bowl in Pasadena. 


So pick up ABC Interactive’s CD-ROM games and practice, practice, practice. 
Because this isn’t a game, it's a competition. If you're not ready to compete, 
stay home and play something less challenging. Jacks, anyone? 


■XTREMELY LlVEi 


Competition void in AR, OH, MD, ND. VT and PR and where prohi&iled by lav;. See ABC's Monday Night Football '98, ABC Sports Collage Football ar>d AfiC Sports Indy 
Racing CD-HOM games lor details. Contest subject to full rules on-line at www-abeinteraclive.com or by sending a sell-addressed, stamped dIO envelope to: QUEST FOT 


THE BEST RULES BEQUEST, P.0. 60x7981, Melville, NY 11773-7981, Quslilicalion lor ABC’s Monday Night Football '98 ends 12/Ii97, ABC ^rls College Football ends 
1 1.'22<97 ABC Sports Indy Racing ends 12/6/97, U,S, residents 18 or older only. Four winners will be selected each weeKto advance to the playotls (two lor Indy Racing), 
Dates and terms subiect to change. See website tor details, 01997 OT Sports, L,L,C., ALL RIGHTS RESERVED, All Irademarks are owned by iheir respeeiive companies. 

Developed for Windows'- 95 










Interaction 
in the old 
world. 



The 3DO Company 


IS1SS6, 1G97The 3DO Company. All rights rosarved. 300, 
and/or ragislered trademarks of The 300 company. All oihe 


he 300 logos and M 
trademarks belortg i 


ian 59 are trademarks 
sir respective holders. 




Interaction 


xn our 
world* 


Meridian 51^: Revelation 
online b^aminj^ to a w'holi 
Immerse yourself in fact 
encounters with thousai 
human avatars. ©xpcrie,nce'^ r. 
new world ol mystci'y and intrigue., 
unlike anything you’ve seen bc'^e. 


Rsthc sequel to Gamcccnter's'i^gS _ , 
Rolcplaying Game of the Year, 
Meiidian^q: Revelation impro^^s, ■ 
upon what ComputerJ-ile 
maga'ine enthused, “embodies '^l 
the great things roleplaying game 
fans ha\'e been hoping for froman ‘ • 
online game." Revelation 
incorporates a huge ti opical 
world, awesome graphics,. and’^^S 
tntioduecs the mind—warpin^gl^Mj® 
master)' of the lost god of Mend'^pB 
^0 get online, stare down yoUf^^B 
foes, and experience the magic 
true faec“to— face interaction. 




CLASSICS 6 PUZZLES 
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REVIEW • STRATAJAHS 



Price: $29.95 
Minimum System 
Requirements: 
386 SX, 4MB RAM, 
9MB hard-disk space, 
Windows 3,1 or high- 
er, 640x480 256-color 
SVGA graphics, 2x CD 
ROM, Windows-com- 
patible sound card, 
mouse. 
Multiplayer Support: 

None. 

Designer: 
Smart Games, Inc. 

Distributor: 
Random Soft 
New York, NY 
(800) 788-8815 
www.smartgames.com 
Reader Service #; 338 


In a Jam 

Better Brains Through Puzzle-Solving 



HAPPY HARVESTING While driving your tractor across your 
land you’ll discover the joys and tribulations of farming. The 
more you reap, the more you score. 


by Charlotte Panther 

mart Games broke into the 
puzzle genre with 
CtlALLi^NCii: #1, a wonder- 
ful collection of word, strat- 
egy, and perception tea.sers. 
TTiey followed with WoilD 
Puzzles, which was great 
for uordsmiths, but lacked 
the variety of CHALLENGE 
#1. Now, Smart Games is 
back with Stratajams, another collec- 
tion of puzzles guaranteed to set )’our 
cogs turning. 

FINAGLED IN 'FRISCO 

Strata|ams provides 351 all-new 
brain-teasers, based on six of CHAL- 
LENGE HYs popular strategy puzzles. Top 
of the list is Car Jams, a de\iiishly addic- 
tive 75-level puzzle, which has you play- 
ing the part of an anxious valet in a park- 
ing lot chock-full of cars, limos, school- 
buses, trucks, and Humvees. The idea is 
to move a red car through the lot to the 
exit in as few moves as possible. Each 
mo\'e costs you points; the rate at which 
you lose points increases every ten 
moves, and you are penalized for mn- 
ning over obstacles like manholes and 
traffic cones. With only a couple of 
vacant spaces in which to maneuver. 


solving this puz- 
zle is as difficult 
as finding a park- 
ing spot in San 
Francisco on a 
Saturday night— 
but far more fun. 

Would-be 
farmers don your 
overalls, hop 
aboard your trac- 
tor, and get ready 
to plow your w'ay 
through 50 levels 
of Cash Crop. 

Tlie object is to 
harvest your 
crops as you drive your tractor over the 
land. Each crop reaps a certain mone- 
tary value and your task is to earn as 
much as possible in the allocated farm- 
ing daj's. Water and fertilizer raise the 
monetar)' value of crops, and gas pick- 
ups increase the number of farming daj's 
available, while swamps, mud, and rocks 
all hinder you in some way. 

Then theres Traffic, the puzzle that 
offers megalomaniacs the opportunity to 
decide the fate of city streets by control- 
ling the traffic signals and combating 
gridlock. After studying the flow of traf- 
fic, you must set the 
timing of the lights, 
taking into account the 
speed and number of 
vehicles, so that traffic 
moves through the 
intersections and off 
the screen as quickly as 
possible. 

The other three 
games are electronic 
versions of distractions 
you may remember 
from childhood, adapt- 
ed with the usual 
Smart Games practi- 
cal, yet stylish flair. 
'Ihere are 50 Sliding 


Tik puzzles and 75 levels of Marble 
Jump, a checkers game. Finally, there’s 
Warehouse, a ’90s variation of petri-dish 
puzzles — those little plastic cases con- 
taining ball-bearings that you must guide 
into target holes. 

If the strategy puzzles were what you 
really enjoyed in CHALLENGE #1 and you 
want more of the same, then Stratajams 
is for you. (And if you get through these 
and w’ant even more, Smart Games is 
offering add-on packs for individual puz- 
zle-types, for under SIO.) Keep in mind, 
though, that anyone wanting the variet)’ 
of teasers found in CHALLENGE #1 is 
likely to be disappointed — at least until 
Smart Games Challenge # 2 hits the 
shelves later this fall. % 


^APPEAL: Puzzle lovers with a 
highly strategic mind and an endless 
supply of patience. 

^PROS: Challenging puzzles with a 
wide range of difficulty levels. 
^CONS: Merely enhanced versions 
of the strategy 
puzzles we saw 
in Chauehge #1, 
without the vari- 
ety of puzzles 
from that game. 











”^.fn 


Lm _ M 


kno^ 


Check your six! - Program 


Rocker Switch to zoom 


Macro 1:|etfighter III 


Macro 2: Longbow 2 


‘This is a well-crafted, well-designed 
FLIGHT stick” - 1997 BOOTWoRTHY GaME 
Controller bootMagazine 


Macro 3: Flying Nightmares 2 


Macro4:iF-22 Raptor 


‘Programming is wonderfully easy 

AND CAN BE DONE WITHOUT A SOFTWARE 
INTERFACE" PCGamer 


‘Decent stick offers on-the-fly 

PROGRAMMABILITY FOR A SONG” 

Computer Gaming World 


‘A VERY POWERFUL CONTROLLER FOR USE 
WITH GAMES THAT ARE BETTER SUITED TO 
STICK CONTROL” Computer & Net Player 


Lower flaps, lower landing gear, decrease 


throttle and bring 'er in for a landing 


Set formation, engage target and fire 


C THE EXPERIENCE 
CIRCLE READER SERVICE #194 

http://www.actlab.com 

1 - 800 - 980-9997 


^Available at; Electronics Boutiqu^Future Shop 

0 1997 act Laboratory Ltd. All rights reserved. 

EagleMAX and ACT LABS are trademarks of ACT Laboratory Ltd. 

All other trademarks and registered trademarks are the property of (heir respective owners. 







SIMULATION/SPACE 


'ki^'kiK-k REVIEW • SU-27 FLANKER 1.5 MISSION DISK 




Price; $14.99 
Minimum 
Requirements: 486/66 
(P100 recommended), 
SMB RAM, 40MB 
hard-disk space, 2x 
CD-ROM drive, 2MB 
local bus SVGA- 
graphics video card, 
Windows 95 (original 
Su-27 Flanker must be 
installed). 
Multiplayer Support; 
IPX or TCP/IP network 
(16); Internet {2-f) 
Designer: Eagle 
Dynamics 
Publisher: Mindscape 
Novato, CA 
(800) 234-3088 
www.ssionline.com 
Reader Serviced: 339 


Flank Attack 

The Most Hard-core of Sims Gets Even Harder 


by Robin G. Kim 

S u-27 FL'iNKER has a well- 
deserved reputation for 
being a flight sim for the 
truly hard-core. Tliis is due 
not only to its difficult mis- 
sions and detailed flight, 
avionics, and battlefield 
modeling, but also to what 
was left out; The lack of 
pretty graphics and cam- 
paign play were generally enough to 
frighten off all but the most serious sim 
fans. The Su-27 Fuxnker 1.5 Mission 
Disk goes far toward rounding out the 
original’s appeal, and brings more than 
150 additional missions and some excit- 
ing new capabilities to the table. 


EXTENDED PLAY 

The mast intriguing enliancement to 
stand-alone play is the ability to fly multiple 
sorties o\'er the course of a single scenario. 
After landing you can save the \\odd state, 
plot a new flight plan for yourself and other 
aircraft under your control, select ord- 
nance, tlien hop back into the cockpit for 
another go. Everylhing picks up right 
w'liere it left off, except that any weapons in 
flight will have disappeared. In support of 
this extended mission structure, a scenario 
can rrowspan multiple days, turning a sin- 
gle mission file into a sort of mini-cam- 
paign — albeit a predominantly prescripted 
one. No scenarios tliis elaborate are includ- 
ed on the CD, but Mindscape promises to 
make some available on tire Flanker Web 
site (www^u27-flanl«r.com) by tire lime 
you read this. 

Tme branching campaigns are now' 
available, courtesy of Mideo Fukumori’s 
Flanker Campaign Shell. This, Mark 
Hermonats Random Mission Generator, 
and most of the missions in the add-on 
were actually produced by dedicated 
members of the Fl-\N'KER player com- 
munity and have been available for 
some time to anyone with Web access. 
Even so, the mission disk provides the 
entire collection neatly organized and 
cataloged in one place. 


NET GAINS 

Devotees of multiplayer action 
should find much to be excited about in 
the sim’s completely revamped netw'ork 
play. Far surpassing the two-player head- 
to-head mode of the original game, the 
add-on allows for 
up to 16 players 
in cooperative or 
team play over a 
LAN. The intro- 
duction of direct 
TCP/IP support 
means it is also 
possible to con- 
nect over the 
Internet without 
using Kali or 
Kahn, though 
latency and 
bandwidth 
limitations 
restrict both the 
number of play- 
ers and the mis- 
sion complexity. 

A master/slave architecture lets play- 
ers on the slave PCs plan their ow'd mis- 
sions and quickly rejoin ifkilled or dis- 
connected. Tlie master PC guarantees 
acceptable performance les cls by ruth- 
lessly disconnecting any slaves that do 
not meet its standards, a system that 
works well in practice. Flanker’s excel- 
lent mission recorder can now la[De mul- 
tiplayer scenarios, letting you figure out 
e.xactly how' your Net buddy got lucky 
enough to down you in that last dogfight. 
Alas, you can’t simply ask how he did it, 
because there’s still no chat feature. 

Other new features include improved 
Ai, wliich now demonstrates enough of 
a self-preservation instinct to evade 
incoming missiles and maneuver to 
break radar locks; an overhead AWACS 
view, which gi\’es you the big picture in 
realtime; and 16-bit color Gouraud shad- 
ed graphics. The latter are visible only in 
external views and cause such a slow'- 
dow'n on systems w’ithout OpenCL 


hardware accelerators that lliey are 
almost worthless. 

The mission disk breathes new life into 
Fl\NKE 1L offering a more robust package 
for those w ho felt the original game was 
too sterile, and providing enough new 


gamepiay' options to make it a must-]ia\c 
for existing ow-ners. Howe\'er, Su-27 
Fl^KliR is still a hard-core sim tliat won't 
appeal to everyone— especially tliose 
w'ho demand eye-popping visuals. 
Improvements on that front won't come 
along until Fi ANKER 2.0, due out around 
the end of this year. % 

^APPEAL: Su-27 Funker owners 
who desire more missions to fly, 
broader gamepiay options, and 
greatly enhanced network play. 
^PROS: Multiple-sortie scenarios; 
excellent multiplayer options; 
branching campaign support; 
improved AI; tons of new missions; 
low price. 

►COHS: New 
graphics so slow 
they’re not worth 
the bother; no 
multiplayer chat; 
much of the con- 
tent available for 
free on the Net. 



► SLIDE SHOW Gouraud shading enhances the object and terrain 
graphics, but at a huge cost in frame rate unless you have an 
OpenGL graphics card. Since it's available exclusively in the 
exterior views, only sightseers will benefit. 





“THE GALAXY’S A mETTY BIG PLACE. 
THERE’S LOTS MORE STORIES TO TELL.” 


- Gene Roddenberry 





/\ Explosive New Story Written By-D.C. Fontana 


^ A “One-Click" Interface Offers 
■ Immersive. Fast-Paced Action 




SIMULATION/SPACE 


A REVIEW • JANE'S 688(1) HUNTER/KILLER 




Price: $59.95 
Minimum System 
Requirements Pentium 
90. 16MB RAM. 12MB 
hard-disk space (plus 
100MB for Win 95 swap 
file), DirectX compatible 
SVGA graphics, 4x CD- 
ROM. Windows 95, 
sound card, mouse. 
Multiplayer Support: 
Modem (1 CD per player 
for all multiplayer 
options), Internet 
(2-8 players), LAN 
(2-8 players). 
Designer: Sonalysts 
Publisher; 
Jane's Combat Simulations 
San Mateo, CA 
(415) 571-7171 
Reader Service H: 340 


Deep Sim i 

Jane’s Has Ordered Up a Sub With the Works 



by Kevin Turner 

ubinarines are a wonderful 
combination of technolo- 
gy, experience, and skilled 
manpower— the likes of 
which cannot be found 
anywhere else. Nuclear- 
powered, with crews of the 
highest trained seafarers 
the world has ever known, 
and carr)ang levels of 
destruction unimaginable to the layper- 
son, submarines surreptitiously patrol 
the waters of tlie world. Wlien it comes 
to military might per cubic foot, they 
have no equal. And now that J/\NE’S 
688(1) Hunter/Killer has hit the 
shelves, these mighty boats are finally 
getting the recognition they deserve. 

MIL SPEC 

Tlie first time I played this game, I 
knew it would do for submarine simula- 
tions what F/\lcon 3.0 did for flight sims. 
'fliere are games that define genres, and 
688(1) MUNn^lVKiLiJLR is one of tliose 
games. After a very long w’ait, tlie modem 
submarine simulation has come of age. 

688(1) is a collaborative effort by the 
game developers of Janes Combat 
Simulations and Sonalysts. Sonalysts is 
a defense contractor and designer of 
submarine training software for the 
U.S, Navy and has been conducting 


modeling and simulations for the Navy 
for more than 20 years. 

688(1) is modeled accurately after a 
Ix>s Angeles-class submarine. Hie per- 
formance characteristics are as accu- 
rate as I’m willing to admit to in print, 
e.specially with the realism patch Jane’s 
has released. Tlie AN-BQQ5 .sonar 
s)'stem is extremely well done. Available 
weapons include the Mark 48 torpedo, 
'lomahawk and Harpoon missiles, 
and mines and countermeasures. Tlie 
weapons parameters are accurate 
all the way down to the w'ire guidance 
and vertical launchers. 


As)ou assume t'ommand of }'our sub- 
marine, you’ll have the opportunity' to take 
on training missions, single missions, or a 
campaign. Training missions allow' you to 
pliiy a campaign or single mission w'itliout 
risk of death. Tlx; single missions are 
increasingly challenging and utilize differ- 
ent aspects of submarine operations such 
as Tomahaw'k attacks, antisurfacc and anti- 
submarine warfare, and rescue missions. 

Campaigns start in tire Caribbean, then 
proceed to the Mcditcnanean, tlie Ffersian 
Gulf, and the Norlli fhcific. Each cam- 
paign comprises several mi.s.sion.s, which 
must be completed in order. 
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MISSION FISHIN 688(1) includes a comprehen- 
sive mission builder that can cause objects to 
appear at random locations. 



STATION 

IDENTIFICATION 

688(1) places you at the 
center of lire sub's control 
room. You can take an 
active role in sonar, fire 
control, or tracking, or you 
can sit back and prosecute 
the target as the big 
cheese — your level of 
involvement is discre- 
tionary, Each of the sta- 
tions in 688(1) is a compos- 
ite of several w'atchstations. 
For instance, keeping 
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^ PING ENEMY.COM Want to learn about 

I submarine sonai? This is the piace to 
do it, with the best representation you’ii 
find— short of an enlistment. 

depth and course take.s four people in 
realih' but is iiandled b)' one in the g;mie. 

The three main elements of your con- 
trol-room battle-stations gang are the 
.sonar team, the tracking team, and the 
fire-control team. Each of these is given 
an identity and a level of experience. 

Tlie level of experience increases as )' 0 u 
undertake more operations. WTien first 
starting out, it’s important to be a hands- 
on skipper, paying close attention and 
ensuring excellent perfomiance. As the 
cre\\’’s experience increases, this 
becomes less important. Stations include 
the Ship’s Control ftinei, Sonar, Radar, 
Radio/ESNT (Electronic Support 
Measures), Periscope, and Navigational 
Charts, among others. 

The acid test for me v\’as at tlie sonar 
station, which is outstanding. It allows the 
player to choose between broadband, 
nanowband, demodulated noise, active 
intercept, and active sonar modes. 
Narrowband is used for target identifica- 
tion using frequencies; DEMON, or 
demodulated noise, is used to establish 
target speed; acti\e intercej)t is used to 
intercept active sonar signals; and active 
sonar is, well, active sonar, lire broadband 
sonar display uses the atcrfall that all 
submariners know and love. A sonar con- 
tact is displayed as a line of brighdy col- 
ored pixels, w'hich represents the targets 
bearing. Establishing a range on the target 
and target speed can be accomplished 
using the periscope, active sonar, radar, or 
target-motion analysis. 

A MOTION PICTURE 

The TN'IA screen w-as new to me. In my 
day, we did it on a huge piece of pajscr and 
at or three different ])lotting tables. 
One table [jlotted bearing rate, while 
another used the motion of tire submarine 


►J 

T arget-motion analysis is a process by which information is gathered on a 
target’s bearing and interpolated into its range, speed, and course. To imag- 
ine this, think of yourself as a submarine. If you hear something, then you 
can establish a bearing for that target, but not its range. If you move to 
your left, the target will have a new bearing. This bearing is compared to the origi- 
nal and an intersection is provided. Considering the very long ranges and the very 
smalt angles being used, with a number of course changes from side to side, you 
can establish a range. Part of this process also establishes target speed. By know- 
ing the target speed, range, and course, it is possible to launch a weapon at a point 

where the target will 
be in a few minutes. 
Don’t forget that the 
maximum range of a 
Mk. 48 torpedo is in 
excess of 20 nautical 
miles. While a torpe- 
do will actively search 
for a target once you 
send it, a small mis- 
take can mean a 
miss. And a miss 

► ATTENTION TARGET SHOPPERS The TMA center helps means that the target 
you with the most difficult job in submarining: getting a knows that 
firing solution based on time-motion analysis. someone very un- 

friendly is out there. 



Zeroing in on the Target 


(making course changes to establish range 
infonnation based on triangulation) to 
establish target range. This process is 
rather simple if the target never changes 
course. Unfortunately, targets have a nasty 
habit of changing course (and sireed) 
quite rcgulari)’. Tlie TTVlAscreen com- 
bines all these stations into one, cas}'-to- 
digest blob of infonnation. If )ou’re look- 
ing to enhance your crew’s perfomiance, 
this is the best place to start, as this is the 
most difficult station to operate. 

In addition to tlie accurately modeled 
stations, youl! find volumes of reference 
data. The Ship’s infonnation Book con- 
tains a wealth of information on your new 
command, and you should refer to it reg- 
ularly. Tlie game also includes an abbrevi- 
ated copy of Jane’s Fighting Ships, which 
is a gold mine of data and will lielp you 
classify contacts more readily. 

A Pentium 90 is considered the niini- 
muni for this game, but you’ll be belter 
off with a 133MHz machine or better. 

An externa! 3D view lets you observe 
any object in llic game from a varietj' of 
perspectives— ever wonder what it looks 
like to ride a torpedo? 

Tlie mission builder promises extended 
play; missions arc already popping up on 
tlx: Internet Multipla\’crpla\' is included, 


although all gamers captain 688(l)-class 
boats in tliis mode. 

This game is techiralogicaily accurate, 
intriguing, and contaias that elusive bal- 
ance between reality and entertainment 
I’ve bmslied over some of tlie games better 
features, but tliere are many otliers. Tliere is 
one downen You have to download a patch 
fiom www.jaiies.eacom to slow turn rates 
and reload times to a realistic pace. 

If you’ve ever wondered what its like to 
be on a submarine but have rx) desire to 
forgo fresh food, females, and fteedom, 
llien tills game is for )'ou. If you’re like me 
and have .some experience in tlie real thing, 
after playing 688(1) joii iii;^' find )'ourself 
taking readings on the microwave and 
water heater with a rig-for-red flashlight. % 


^APPEAL: Simmers looking for a 
realistic, systems-level simulation of a 
modern submarine. 
kPROS: Excellent modeling of sub 
systems and weaponry; superb refer- 
ence and tutorial 
information for 
beginners; great 
mission builder. 

^CONS: You need 
a patch to slow 
turn rates and 
reload times. 
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"... The first time an engine moves 
this fast and Is Just as detailed at 
too feet as 100,000 feet. " 

PC Gamer 


Don t take our word lor it 


See for yourself at www.eidosinteractive.com 




Win 95 is cool, but sucks 
with DOS games! 


win€ 



Games run best on the operating 
system they were designed for! 

You’ve got great DOS games, but you really want to 
try that new Win 95 game. You want it all. But, if you 
upgrade to Win 95, it will really hose your DOS 
games. With System Commander you can play 
each game the way it was meant to be played ... on 
the OS it was designed for. 


Get it and play it - fast! 

System Commander’s automatic installation will 
have your PC ready to add OSes In less than 5 
minutes. And, unlike some utilities, it uses less 
than 1 MB of hard disk space and no RAM! You’ll 
be up and playing your favorite games in minutes! 

GET SYSTEM COMMANDER FOR 


System Commander allows you to boot 
both DOS and Win 95 on the same PC. In 
fact, with System Commander you can 
run up to 100 different OSes on your 
machine! You just turn on your computer, 
pick the OS you want from the menu, and 
let System Commander do the rest. 

Easy installation even your 
parents could do! 



ONLY «99“ 

and that includes our 
unconditional 60-day 
money back guarantee! 

CALL TODAY AND PLAY YOUR 
BRAINS OUT TOMORROWI 

800 - 648-8266 


As you install new OSes, System Commander automatically 
copies key files and adds each new OS to its menu. System 
Commander manages unique copies of configuration files for 
each installation of DOS, Windows 95 or any other OS. 


www.v-com.com 


Look for System Commander in the utilities section of most major software stores, including: 

Babbage'ss^^ 
eeoHeAP #11 


lri|'s 


mic=io CcflLEl software!^ 
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iF-22 • REVIEW 


Raptor 

Unwrapped 

The Latest F-22 Sim Hides Innovations Beneath a Quirky Surface 

by Tom "KC" Basham 



he F-22 invasion continues 
with lF-22, the first simulation 
develoijed in-house by 
Interactive Magic. An 
admirable first effort, this sim- 
ulation of the Air Forces 
“fighter for the 21st century" 
will please many witli its con- 
vincing flight model and long- 
playing dynamic campaign 
engine, but issues related to tlx: sim’s hard- 
ware support may confound some gamers. 

DYNAMIC PLAY 

!F-22’s single-plaj’er gameplay' has four 
basic modes; instant action, training mis- 
sions, individual missions, and full-blown 
campaigns. lF-22 revives the dynamic 
campaign, which mostsims have replaced 
with pre-scripted missions, so you’ll never 
get tliat “been there, done tliat" feeling. 
After selecting a theater (Bosnia and the 
Ukraine are included) for single-mission 
play, the generator populates tire world and 


provides a fairly 
long list of mis- 
sions. TTiis list con- 
tains a variety of 
air-to-air and air-to- 
ground sorties. 

The campaign 
mode bears some 
similarity to 
F/\lcon 3.0s 
campaign system, 
as well as to 
EFZOOO’s Wargen 
engine. Tlie sys- 
tem generates a 
world, assigns mis- 
sions to friendly 
and enemy forces, 
and then presents 
you with a list of assignments for your 
squadron. You then choose which 
assignment you want to fly and proceed 
to the mission planning screen. Tlie mis- 
sion planning system covers all the 


basics, providing nearly full control over 
your flight path and loadouts. It does 
restrict flight path planning under some 
circumstances. For example, on escort 
mi.ssions, you can't change any of your 
pre-assigned waypoints. 

You can start on the 
ninwayoriii tire air. 
Before each mission, the 
campaign briefing indi- 
cates wlrete tire allied 
forces intend to launch 
offensives and where 
intelligence believes the 
enerr^' will counterat- 
tack After each mission, 
lire debriefing system 
details where forces 
gained or lost territory. If 
you crashed and burned, 
you can have your pilot 
miraculously rescued; 
you can also choose to 
refly the mi.ssion. 

lF-22’s multiplayer 
support includes ftee-for- 


Instruments of Destruction 


F-22 features a detailed cockpit with mouse-clickable switches. The avionics incorporate 
many of the whiz-bang, 21st-century features anticipated for the real F-22, such as the abili- 
ty to incoiporate downlinks from AWACS and other F-22s on the threat display. Nine multi- 
function display (MFD) modes are available. In addition, there are five MFD packages—default 

setups combinations of the 
four MFDs. You can select any 
mode on any MFD, or custom 
configure the five MFD pack- 
ages before entering the cock- 
pit through the setup menus. 
For example, you can configure 
the Dogfight package to con- 
tain the defense, attack, tacti- 
cal, and status displays, and 
then simply press the Delete 
key to set all the MFOs instant- 
ly to this configuration. 






EX 


Price: S54.99 
Minimum System 
Requirements: P90, 
16MB RAM, 90MB 
hard-disk space. SVGA 
graphics (DirectSD sup- 
ported), 4x CD-ROM. 
Windows 95, mouse, 
sound card: joystick 
recommended. 
Multiplayer Support; 
modem. Internet (4 
players. 1 CD per play- 
er). LAN (8 players. 

1 CD per player): two 
CDs included in 
package. 

Designer: 1-Magic Labs 
Publisher: 

Interactive Magic 
Research Triangle 
Park. NC 
(919) 461-0722 
Reader Service H: 341 
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all dogfights, a team-based capture the flag 
mode, and coo]>erative sin^e missions. 
Disappointingly, there is no way to fly md- 
tiplayer campaigns. TIk simulation sup- 
ports direct serial, modem, LAN, and 
TCP/IP connections. Internet pla)' is possi- 
b!e if all players have fast connections. 

21ST CENTURY FLIGHT 

lF-22 has the most plausible flight 
model of any F-22 game released to date. 
Speed bleeds under G-loading, available 


G-Ioading decreases as speed drops, and 
tlie aircraft can descend in a nose-high atti- 
tude at the proper speed and angle of 
attack (AOA). 

Tlie simulated lF-22 will superemise 
(achieve supersonic speeds without using 
afterburners), but not when heavily laden 
with fuel and ordnance. Perfoniiance 
varies with altitude, although the roll rate 
remains very fast, even at high altitude. 
The fly-by-wire flight control system 
makes the F-22 resistant (but not 


immune) to stalls and depar- 
tures. Tire pilot-selectable AOA 
limiter restricts the aircraft to a 
surprisingly low 12 degrees, but 
with the limiter disengaged the 
aircraft can exceed 90 degrees 
AOA. Pitch control is suspect: 

It takes rather large stick inputs 
to make the nose mo\’e, and 
then the nose continues to 
move after you release the 
stick, often resulting in pilot- 
induced oscillations. 

After losing an engine, the 
aircraft tends to roll tow'ard the 
dead engine. Tire engines include spool- 
ing lag, as e\'idenccd by the RPM gauge 
taking a second or two to reflect large 
throttle movements. Unfortunately, there 
doesn’t seem to be any way to engage 
the afterburners using analog throttle; 
you must press a key. 

For the most part, missile behavior is 
realistic, although air-to-air missile range 
doesn’t \'ary’ with altitude. Guns are diffi- 
cult to use, primarily because of the 
games slow frame rate. 
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TEETHING PAINS 

The product is very stable, but does suf- 
fer from some [)roblems. The redout/black- 
out model needs uoik. During a redout, 
only the outside Niew (not the cockpit 
avionics) is blocked; thougli this only 
occurs when playing on a non-3Db(-based 
system. Blackouts develop in sudden spurts, 
ratlier than smoothly progressing through 
tunnel vision to GLOC (G-induced loss of 
consciousness). Dc^fighting is furtiier 
hampered by the simulated pilo6 poor G- 
tolerance. Any exposure over 9G results in 
a blackoirt. Worse, the blackout doesn’t 
immediately clear upon reduction of Gs. 
Fortunately, tire setup options let you dis- 
able redouts and blackruts. 

lF-22s padlock view is a perfect example 
of tire rrrong way to implement a padlock 
view. The padlock contains numerous 
“holes," or areas w'here it is impossible to 
tell which way' you’re looking. To resohe 
this, tlie HUD displ^ contains a small 
icon in one of the upper comers that tells 
you in which direction to fly in order to 
bring your nose to the target. The icon 
works, but it’s sometimes difficult to see. 


Also, you can’t padlock a target unless 
you’ve first managed a radar lock. You 
can’t padlock an attacking bandit until 
you’ve already out-maneuvered him. 
Finally, instead of smoothing panning 
and tracking the target, the padlock 
jumps, as if it were automatically switch- 
ing between fixed views. 

The graphics engine, however, caused 
the most consternation. Using a Pentium 
Pro 200 and a dN-IB 3D Blaster, I found iF- 
22 to be very slow. Disabling the 3D accel- 
erator support actually' improves ftame rate 
and reduces the number of pauses; howev- 
er, it caused tlie terrain graphics to pixelate 
badly at low altitude. Testing iF-22 on h\o 
Pentium 166 systems ec[uipped with 3Dfx 
cards, however, resulted in extremely 
smooth frame rates in 2D mode on both 
systems, even at 800x600 resolution. 
Running on the 3D card resulted in slower 
performance on both systems, with one 
system exliibiting extremely jerky frame 
rates and pauses at points during flight, 
esjjecially soon after takeoff. 

IF-22 has a lot of things going for it, 
such as the campaign engine, flight 


modeling, multiplayer support, and a 
thorough, well-written manual. 
Unfortunately, for some players, the 
frame rale problems render the game 
annoying at best and downright 
unplayable at worst, Ifl-Magic can 
address the frame rate problems and fix 
the 3D accelerator stutters, [F-22 could 
prove to be a standout start for Interacti\'e 
Magic’s simulations division. % 


^APPEAL: Sim players looking for a 
more serious F-22 simulation than 
previous efforts; fans of dynamic cam- 
paign engines. 

^PROS: The most plausible F-22 
flight model yet; superb dynamic 
campaign engine; accurate terrain 
modeling. 

kcONS: Frame rate problems and 
frequent pauses 
on some systems; 
poor DirectSD 
implementation; 
inconsistent 
graphics quality; 
jerky padlock 
view. 
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Movie theater 


He Itsfens for a living. Mr. Don Was, 
Winner, 1 995 Grammy for Producer 
of the Yegr. Here, he listens to his new 
favorite bond Orquesira Was on 
JBL Pro Premium speakers and subwoofer, 
port of his Compaq Presorio 8712 
personal computer (which he also uses 
to fine-tune his liner notes). Once 
again, one of the great companies of 
Harmon International has prpvi'ded 
the world's finest audio equipment. 


Nightclub H Harman International 

www.harman.com HEAR US EVERYWHERE. 
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SIIy\.i=ii-s: Can-aiSTY 

Tliere /s life on Wlars. And in the twilight of the 21st contiii-y, it raises 
its ugly head. Dtirk Colony traiis|)oi1:s you to that not-so-distant future 
'Where waning corporations liave pliinderetl Mars anri uneaithecl a 
hurrific secret. Wo'w, all iniist siiffei the consetiiiences. 

This is real-iiiiie tactical combat - smart, '/Isual, and '/iolent. 

The animation? Fla'wless. Feel tite heat and toxic gases singe your eyes 
with each fiery explosion and massive eruption. 


i Windows 95 and 
I Macintosh CD-ROM 



LAST SEPTEMBER, NASA SHOWED YOU MICROBES FROM MARS. 



' ca 

3L. , 
a 

SNr i 

"V" ^ 


ITif; alien:;? Revolting. Leave your pro-conceived notions about ET at the 
;;pace doci; - these are anytliincj but humanoid and everything you fear. 

Ijarir Colony. A superior real-time strategy 
experience ■ - norw, and well into tlie future. That 
i;,, it v.ie ;,1ill have one. Call 800-234-3088 to ■' ^ 

nnkr or violi your local retallei: .■ I’a-'i, ■"Stv.i;* 

wwmlarkcolony.corn 



TODAY, WE'D LIKE TO SHOW YOU HOW NICELY THEY'VE GROWN UP, 
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The planet you wish you never heard ol 
and launches its attack on Windows^ 





TANARUS sets a new standard in multiplayer action-strategy 

gaming — delivering futuristic tank warfare either online or on disc. Pick your team, load , 
up your tank, and let it roll. Experience killer graphics as you navigate through sun-baked ^ 

cityscapes and frigid snow-swept lands. ^ 
fire an array of deadly missiles, and blow the* 
to kingdom come. 


b Sonyinteractive Studios America' 


' t r 


; Tansrui Is a tradsmarkolSoiiy Computer 
^ EnlerlaiAment America Inc. ®1997 Sony Compuler 
I EnierlaiRmentAmeilcaInc. Wlndows95ls^.i 
’ raglsletiad irademark of Mlcnnolt Corporaltonl - > 



No Al’ online ^'every tank commander is very real — or practice solo with 
Windows® §5 version. ‘ ’fcL, * ‘ 


Chat with tank teammates, or psych-out the opposition on an open line. 




Feel th% Effects that day and, night cycles, and weather have on your lank drive, 


CataMy wbj lakifi cU Uy: 
Kicefioc^rt was Isken out t 
Sme<t C*ay. 

Sn«il OhynHisty sociwwie > 


rARFARE’AVAlCABLEJN STORES 


EXPLOSIVE ACTIONiBEGINS^NOW.ATllittpT//www.tanarus.com«> 


MULTIPLAYER GAMING ONLINE 
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Price: $49.95 
Minimum System 
Requirements: Pentium 75, 
Windows 95, 16MB RAM, 
40MB hard-disk space, 4x 
CD-ROM, 256-color SVGA 
graphics, Sound Blaster 16 
or lOO-percent-compatible 
16-bll sound card, 28Kbps 
or faster Internet 
connection. 

Multiplayer Support: 
Modem, direct connect (2 
players), LAN. Internet (2-6 
players). 
Designer: SSG 
Publisher: Red Orb 
Entertainment 
Novato. CA 
(800) 548-1798 
wivw.redortLCom 
Reader Service #: 342 


War Is Heaven 

SSG and Red Orb Team Up for a 
Fantastic Return to the Warlords Universe 




by Tim Carter 

im the Critical enters a 
dark and mysterious 
dungeon. He encoun- 
ters an army of zombie 
programmers, and is 
victorious! He finds...a 
gem. A big fat gem, in 
fact— one that will 
keep him happy for, oh, 
much more time than 
he has av^aiiablc. 

Warlords III, brainchild of the 
crew at SSG and marketed 
through Broderbund/Red Orb, is a 
winner from the minute your fin- 
gernails hit the cellophane wrap. 

Based on one of the few strategy 
game designs that deserves the 
accolade "clas,sic,” Warlords 111 
brings vastly improved depth, replayabili- 
ty, and nuance to an already successful 
and enjoyable game. 

WARLOR13S III follows the basic 
turn-based system of its predecessors 
for solitaire play, but offers simultane- 
ous turns for those with a hankering for 
multiplayer mayhem with human 
opponents. It ran smoothly and rapidly 
on my Pentium 120 and was fully func- 
tional in Windows 95. 

REIGN OF HEROES 

True to the original, gameplay in 
Warlords III revolves around the con- 
trol of fortified cities. Individual units 
have a dizzying variety of attributes and 
abilities, and up to eight units may be 
grouped to form an amiy. Heroes may 
explore ruins for treasure or magical 
items, perfonn quests for similar 
rewards, and bestow a number of impor- 
tant combat bonuses to armies that 
march under their banner. 

Tile command structure, which was 
pretty clean in WARLORDS I and II, 
remains quite impressive. Moving 
around the game will be simple even for 
someone unfamiliar with the interface. 


Little, if anything, seemed to have 
been left out of previous versions, but 
quite a bit has been added here. For 
instance, some of your heroes, depend- 
ing on their class, may now use magic to 
augment their abilities, which further 
depend on the race you arc playing. 

Unlike past versions of WAR1.0RDS, 
individual cities no longer produce dis- 
tinct units. Each race now has a pool of 
set unit types to draw on, consistent with 
that races basic characteristics and atti- 
tudes. Any given race may have eight 
regular troop types, three mercenaries, 
four hero classes, four magical allies, and 
one boat unit. 

Tlic first time 1 played this sy-stem, 1 
felt a tiny twinge of disappointment. Tlie 
more limited amiies tend to be a bit dull 
after a while, and battles over castles 
aren’t as massive in proportion. But after 
only a few games, I could clearly see the 
wisdom of this design decision. By limit- 
ing gamers to a consistent and fixed set 
of lroo])s, the designers have greatly 
extended WARLORDS Ill’s replay value. A 
game on the same map but «ith a differ- 
ent race is, functionally, an entirely dif- 
ferent game. Moreover, within each 


game, each of the different races you 
fight present a somewhat different 
threat, based on the strengths and weak- 
nesses of their core units. 

WARLORDS CUBED 

For those who love to mix and 
match, the scenario setup screen lets 
you create your own race using any of 
the preexisting units. You are limited 
only by the total number of different 
unit types per race. 

’Flic setup screen offers a huge num- 
ber of other options that build replay 
value as w'cll — including a prohibition 
on razing cities (an important issue 
when playing ag;iinst human oppo- 
nents), an option that allows neutral 
cities to grow in pow'er if attacked, and 
random placement of starting citie.s. 

In addition to the tw'clve preset sce- 
narios, the game comes with a random 
scenario generator and —surprise — an 
intricate campaign game. 

As just one c<am[)le of the playing 
value in WARI.ORDS III, the classic Illuria 
map from tlie original game is included as 
one of tlie preset scenarios. This map 
constituted tlie entire game in W/\RLORDS 
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N ew to the Warlords system, the campaign game 
strings together a series of scenarios around a plot that 
has you lead the Selentines against the evil forces of 
the undead Lord Bane. Bane 
has at least one primary ally, 
and even the powers that are ■/ 7^"^ 
supposedly in your union of I w ^ 

good are as likely to send R | 

their armies against you as R , • 1 

against the principal foe. y C 

The campaign allows you R 
to cany your top heroes and Rl. 
a limited number of magical 
items from one scenario to 
the next, which becomes 
usehji as your heroes grow 
in pcwer. Be careful, though, 
as the computer becomes 


^ FOR THE SELENHNES A welcome addition is 
the campaign in Warlords ill, in which you bat- 
tle the undead forces of Lord Bane, 


quite adept at picking off unguarded high-level heroes left 
floating too near the front lines. 

After each scenario you get the option of upgrading some 
of your core military units. I found this 
’ almost as attractive as carrying heroes 
' Usl torward. Being able to give your heavy 
j ® infantry more movement and a better 
Sg|i ^ attack factor constitutes a major bonus 
< M course of multiple scenarios. 

^ I also found the scenarios in the cam- 
» paign— which can’t be pityed separate- 
3mong the more challenging 
jj preset games. In many, your enemies 
get natural advantages horn terrain, the 
placement of neutral cities, or the start- 
ing disposition of forces. This makes a 
nice change of pace from scenarios in 
which each side starts out equal. 


>Canpalgiiing tor Wauds 


WARLORDS III • REVIEW 


► MIGHTY TIM Heroes play an important role in Warlords 
III, since they can hunt for treasure, embark on quests, 
cast spells, and bestow bonuses on your troops. 


I, without many of the options and varia- 
tions available here. Yet, in \V^\RLORDS 111 
it constitutes a tiny fraction of the com- 
plete game. Having spent a dozen or so 
hours on the Illuria map already, I can say 
with some certainly that gamers will not 
easily mn out of things to do with 

Warlords 111. 

CALL TO ARMS 

What you do in \V/\RLORDS III, of 
course, is fight. A lot. Tlie core 
Warlords combat system hasn’t 
changed in stnicture, but a wide range of 
modifying factors has been added, giv- 
ing gamers more options when building 
their armies or taking out the enemy. For 
instance, indi\idual leaders or units may 
contribute positive (to )'Our side) or nega- 
tive (to ytnir opponent’s side) modifiers, 


while many units also 
have special altributcs 
or abilities such as 
assassination attacks, 
archer)’ attacks, poi- 
soning, and disease. 

A major asset of 
past Waiu.OR1')S giimes 
was the strength of the 
At. Warlords 111 is no 
slouch in this depart- 
ment, although 1 
found the “Psycho" 
level somewhat easier 
than I would have 
expected for the most 
difficult level. Wiiile the computer still 
fails to manage its heroes properly (not 
picking up treasure lying on the ground 
when an enemy hero is killed, and ignor- 
ing some mins), it has become mucli 
more adept at knocking off your heroes, 
particularly if you leave them exposed, 

I was especially impressed when the 
AI, during the fifth or sixth scenario of 
the campaign, made a systematic effort 
to kill off the heroes 1 had been careful- 
ly nurturing into powerful higher level 
paladins and mages, lire computer w-ill 
also raid your home territory frequently 
and is not averse to scorched-carth 
tactics if it starts to lose. 

According to the manual (generally 
well done and useful for learning the 
game and for reference), the diplomatic 
system lias been tweaked considcrabi)’ 


from earlier versions. 1 must admit that 
I didn't find nnieh functional difference 
in the new routines; 'Hie computer pla\’- 
ers tended to fight amongst themselves 
until 1 had become the biggest single 
power on the map, at which point thc\’ 
ganged up on me. 


FRIENDS AND FOES 

Along with the campaign game, the 
greatest addition toW-uu,ORDS III is the 
niuilijilaier option. Playing s ia tlie 
Internet or a Iy\N, up to six plas’crs can 
compete in a real-tinie/simultaneoiis 
turns mix. Chasing down cnemv heroes 
and deciding the order in which lo 
move — and sa\'ing resers'cs to react at 
the last second — are now' ke\' decisions 
when playing against live opponents, 

Tliis game has little to dislike. If llie 
premise rloesn’t interest )X)u, )'0U mas' do 
better shopping cisew'here, but for fan of 
fantasy and slralcgy, or just strategy for 
that matter, VVvRLORDS 111 is a winner 
from the linie.st elven scout to its 
Sdculinc elephant shock ca\ air). % 

^APPEAL: Anyone who likes strate- 
gy games. 

^PROS: Fun; ultra- 1 
clean; tons of 
replay value; great 
campaign; multi- 
player support. 

^CONS: We’re 
still looking. 
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human ONSMjiUGHT 


1*1 any years after the great con- 

flict, much has changed 

on Yavaun. 

Humans, reluctant cnlunists. are 

now part nf the cultural diversity 

of this alien wnrid. 


WAR WIND' II: Wmk\ 
offers new, larger vehlc 
mechanized units. All-ns 
with improved terrain g 
Streamlined game play i 

1 Onslaught 
: ular and 
:w maps 
raphics. 
n building 
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Damned & 
If You Do 

Dungeon Keeper: It Brings Bad Things to Life 

by Chris Lombardi 


he laws of Kamia could 
have predicted this. Since 
the beginning of gaming, 
we’ve i)Iayed almost exclu- 
sively on (he side of Good. 
We’ve saved untold thou- 
sands of lands from the 
ravages of Evil and sent 
legions of hellspauTi scur- 
rying back to the pit from 
which the\' sprang. It was onl\' a matter 
of time before Black came back with a 
score to settle. 

But who would have gucs.sed that 20 
years of goody-two-shocs gaming could 
be countered by a single game? 
DL'N'GEON KI'IEI’I'.K, a real-time stratcg\' 
game from Peter Molyneax and his 
minions at Bullfrog Software, is evil 
enough to do exactly that. It’s evil not 
only in its high-level premise— the 
gamer dons the acrid cape of the 
Dungeon Keeper, a vile lord of an 


underground domain who is intent on 
destroying all that is cute and happy in 
the world— but also in the details of 
day-to-day dc\’iltry and the dull, worka- 
day elements of rat-bastardry. Torture, 
ritual sacrifice, environmental disaster, 
cruelty to animals, wanton slaughter, 
petty meanness, avarice, and hate are 
all proudly on parade. Consider our 
kamiic debt paid in full...with interest. 

As Dungeon Kee])er, \ our job is to 
hew a gloriousl)' hideous dungeon from 
.suhlcrranean rock, attract evil creatures 
to your palace of pain, and use those 
creatures to either fight off hordes of 
kjoting adventurers or destroy a rival 
dungeon keeper. En route to victor}', \ ou 
must pla}' the control freak of all control 
freaks, ensuring that } our creatures are 
fed, trained, and paid; dungeon traps are 
being built and .set; spells are being 
researched; and your own creatures 
aren’t brawling in the barracb. It’s like 


being nanny to a gang of half-ton tod- 
dlers with fangs and claws. 

IT'S CALLED A PICK-AX, DIG? 

Tire foundation of the game is dun- 
geon design, w'hich pla}'s out like 
SlMCrn' in Hell. From an overhead iso- 
metric [)erspective that can be freely 
rotated, zoomed, and panned, you map 
out ;i floor plan in the urgin rock. 

Hordes of Imps, the workhorses of }'our 
minions, dig out the rock. Tliey also 
mine gold, fortify walls, and mop up 
corpses after battles. Should you wish 
your Imps to workiiarder, or should you 
just feel like a nast)' SOB, you can reach 
<iov\u with N’our bile-colored claw/cursor 
and give an Imp a good smacking— just 
one of a dozen twisted, brilliant, and 
therapeutic design elements. 

Wdren the Imps have finished their 
digging work, it’s time to carefully place 
dungeon rooms for maximum efficien- 
cy. 'Ihere are 14 different room 
t)'pes, \\'hich range from the 
straighlfonvard, functional Lairs, 
Hatcheries, and Training Rooms 
to exotic locales such as the 
Torture Chamber (wherein you 
wrench info from captured ene- 
mies and convert them to your 
cause) and tlie Temple (wherein 
you can sacrifice creatures in 
hopes of pleasing the gods). 
Exactly how' these rooms work is, 
like much else in the game, a 
mystery. Tire games manual is 
loath to give out the most basic 
of info, presumably ieas'ing tlie 
details to experimental plajers 
and Bullfrog’s self-published 
siiategy guide. 

Unlike the manual, the game 
itself brims w'ith nuance and 








Price: S49 
Minimum System 
Requirements: 

Pentium 90 (P133 rec- 
ommended), 16MB 
RAM, 65MB hard-disk 
space, 4x CD-ROM 
drive, DOS 6,22 or 
later, LocalBus or PCI 
SVGA-graphics video 
card, Sound Blaster- 
compatible sound card, 
mouse. 

Multiplayer Support: 

Modem (2 players), 

LAN (2-4 players). 
Designer: Peter 
Molyneax & Bullfrog 
Productions 
Publisher: 

Electronic Arts 
San Mateo, CA 
(800) 245-4525 
www.bullfrog.ea.com 
Reader Service #: 343 
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the exception of a few special sit- 
uations, it's almost always more 
practical to stay in the iso-vlew 
and orchestrate the show, But. 
hey. sometimes even a Dungeon 
Keeper has to stop and smell the 
rotting viscera. 


CLASH OF THE TITANS A troll watches as a tenth-level 
dragon and Homed Reaper get it on. A fly in the fore- 
ground Uiinks twice about jumping in. 


► PRIZED POSSESSIONS The Keeper greedily surveys 
his Treasure Room through the eyes of Fig, an eighth- 
level dragon. 


► CHOW TIME Creatures chow on chickens in the Hatchery 
before heading off to bed. The window in the upper-left 
comer shows the entire dungeon layout. 


divinely superfluous detail. For 
instance, every creature that you attract 
to your dungeon has its own name and 
10 individual statistics, from its kill total 
to its blood type. None of this info mat- 
ters in the slightest, but it’s cool. And it’s 
clear that coo/ was the byword of the 
Bullfrog team. 

REALTIME? TRY NO-TIME 

Tlie general pace of the gameplay is 
totally manic. Dungkon K|':ki’ 1 ';r is simi- 
lar to other real-time games, hut with 
double or lri[Die the workload, it’s like a 
Red Ai .ERT wliere you not only have to 
build a Tower of Nod, but also have to 
ensure that the little men in the lower are 
working efficiently. It’s like a WmiCr-M-T 
where )ou can direct units to a location, 
but if one unit gels pissy bccau.se it’s hun- 
gry, it starts attacking your lroo))s. It’s like 
aRi'DAl.KRT where your 
Har\’eslers, ..well, your Imps are exactly 
like Harv'cstcrs: stupid, and rcc|uiring 
constant redirection. 

In many of the 20 singic-])layer sce- 
narios, your opponents are roving bands 
of ads'cnturcrs \s’ho tunnel toward your 
dungeon, The key here is to choose 


w'lien and where jou 
will fight, which is a 
matter of fortifying 
}'Our dungeon walls so 
that the adventurers 
can’t tunnel through. 

At the same time that 
you’re fortifying, you 
need to expand your 
dungeon, which opens 
up weak points to ihe 
adventurers’ picks. Tills 
dynamic creates a deli- 
ciously tense siege 
mcnlaiity. 

Attacking a rival 
Keeper is a different, 
and somewhat odd, 
s(or)'. Here, it’s a war of 
efficiency and attrition, 
a matter of sheer 
numerical supremacy. 
You must attract and 
train your creatures 
faster than your oppo- 
nent can. WTien il final- 
ly conics down to com- 
hal, there’s little you 
can do to help )'Our 
cau.se tactically, with 
the exception of casting spells, due to 
one strange element of the de,sign: You 
can pick up your creatures and plop 
them down anywhere on the map iliat 
your Imps have “claimed.’ So, anytime 
you have contact with llie enciii)' )’ou 
can instantly drop Ihc entire strcnglh of 
your amiy on that spot, at which point a 
hugel)' chaotic melee ensues, which 
often invoKes 20 or more creatures. Tlie 
best a Keeper can do is watch an iconic 
combat dialog, casling a variety of defen- 
sive and offensi\'e spells, and pull the 
w ounded out of battle. 

Because of this 
“creature plopping" 
there's no concept 
ofasurpri.se attack, 
flanking, or any 
other traditional 
tactical concern in 
Ddngeon Keepi'x 
Battles are won in 
the training and 
rccniiting of crea- 
tures during the 
preparation period. 

In most cases, 
defeating a rival 


Keeper (by destroying liis “dungeon 
heart") is a matter of breaching his 
walls, plopping creatures in, and win- 
ning a massive battle, wliich gives your 
Imps time to claim more territory'. And 
then you repeat the process. Tliis, par- 
ticularly in multiplayer games, can take 
a long, long lime. 

As does the game as a w'holc. Tis’cnty 
sccnario.s doesn’t sound like much, but 
it’s plenty. Tire .scenarios are nicely 
paced, starting out w'ith a few' excellent 


^ ^ The Eye 
ef the Behelder 

Dungeon Keeper offers you 
something yfou always wished 
you had in SimCitv: the power to 
come down from your isometric 
perch and strut around in the 
world you've created. With the 
help of the Possess spell, you 
can drop into the mind of a crea- 
ture and see your dungeon in all 
its 3D glory. The 3D engine is no 
Quake, (or even Doom) but the 
view down there is foscinating 
because it's yours and it’s aliw. 

in theory, the 3D view is even 
. functional. While possessing a 
creature, you have access to the 
creature’s unique perapectit^ and 
most of its abilities and spells. 
You can use your creatures to 
explore, fight, and work, but with 
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tutorials that gradually intro- 
duce you to the remarkably 
easy interface and all the fun 
toys in the Keepers toy box. 
The sense of discover)' in the 
first half-dozen scenarios is 
tmly thrilling. 


TOUGH AS HELL 

Once you get beyond the 
tutorials, things get a lot 
tougher, both because the 
scenarios are larger in scope 
and because many of them 
are designed as puzzles. In 
some scenarios, for instance, 
the rival Keepers dungeon is 
difficult to reach and 
requires some tricks to 
destroy. In many others, pow' 
erful creatures are hidden in 
caves that a Keeper might stumble 
upon. If he does so too soon, hes fin- 
ished, and the scenario must be started 
over with a lesson learned. Puzzle sce- 
narios seem to be a common design 
technique, particularly in real-time strat- 
egy games, botli as a way of adding vari- 
ety to what is fundamentally a grinding 
war of attrition, and to cover up weak- 
nesses in the computers intelligence. 

These days, multiplayer gaming is 
the common answer to the AI problem, 
and it’s here that we encounter 
Dungeon Keepers greatest potential 
success and failing. Multi-human play 
with a game as deep and complex as 


Creating a good AI is notoriously 
hard in complex, real-time strategy 
games, and the designers of 
Dungeon Keeper didn’t escape that 
pitfall. As in Bullfrog’s Magic Carpet, 
the AI here is supposed to be 
extremely advanced, learning the 
player’s tendencies and adapting its 
strategy to him, which is an 
extremely tough thing to verify. It 
clearly does some things well— rote, 
efficiency-oriented things at which 
computers excel. But it’s weak 
where Als are always weak— on the 
attack and in planning broader 
strategic goals. This is not to s^ 
that Dungeon Keeper’s AI is especial- 
ly bad, it’s just typically bad. 


RUDE AWAKENING If adventurers tunnel right into a Lair to take your napping creatures by sur- 
prise, you need not worry; you can always plop all your free bad-boys into the melee. 


Dungeon 
Keeper promises 
to be extraordinari- 
ly rich and subtle. 

Indeed, after [usta 
few LAN games 
with some gaming 
buds, we saw some 
very clever tactics 
emerge, which 
required the devel- 
opment of 
countertactics and 
counter-counter- 
tactics — a sure 
sign of a great mul- 
tiplayer game. 

Unfortunately, the game only sup- 
ports LAN and modem play, which was 
the standard — considered progressive, 
even— three years ago, when Bullfrog 
began development. But the world has 
since gone the way of TCP/IP, which 
isn’t supported. Bullfrog has made some 
noise about a TCP/IP upgrade, but as of 
press time, theres no sign of it. What’s 
more, the multiplayer play can be very 
slow, unstable, and has a nasty 5-10 
minute resync period. Bullfrog thus faces 
a double challenge in getting this game 
on the Net. 

But even if they don’t, DUNGEON 
Keeper will still stand out as a damned 
fine creation. Its utter uniqueness and 
sense of style alone are worth the price, 
especially in these days of recycled inspi- 
ration. It's a trae gamers game; tremen- 
dously deep, demanding, and open to 


BEHIND BAf^ The Keeper’s minions are more complex than 
the hordes of WarCraft, and some, such as the Horned 
Reaper, often require "special care." 


exploration. Let’s just hope that Builft’og 
can get this game on the Net, for if the)' 
can't, half of this game’s potential will lie 
locked away forever in a dungeon few 
can reach. And that wx>u!d be tlie worst 
of all the evils this game brings to life. % 


^APPEAL: Sociopaths and/or ser- 
vants of the Dark Lord. Also, strate- 
gy fans, particularly fans of realtime, 
looking for a totally fresh take on 
the concept. 

^PROS: The most unique game in 
years; stylish, multifaceted, and as 
deep as the pits of Hell. 
hCONS: Puzzle- 
oriented sce- 
nario 

turn-off for pure 
strategists; 
multiplayer play 
is currently limit- 
ed and buggy. 
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“Warlords AI not only blows away the immediate 
fantasy-based competition, but other strategic 
wargames as well." -PC Games 


“For this gaming series, third 
times a charm!" -PC Gamer 


CXI arlOrDs hi 

ReiqN opneROes 


Warlords III pushes the envelope forward for turn-hased games 
— especially for internet play.” -Computer Gaming World 
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Unique siimiifancoiis niovcincnf mode for up lo 8 
j>];i\vrs irj muJiiplaw pmes rcvciJs each players 
aciions Ml teal time. 


Test your strategies wtth more than 80 different 
animated creatures and warriors, plus coiifitic.ss 
spells, .ibiime.s and revuards over multiple icrnnns. 



Struggle against computer opponents whose Al 
monitors your every tendency and plois clalxtratc 
strategies against you arid your allies. 


Hordes of the Undead overrun the Selentine Empire, leaving utter devastation in their wake. 
From the ashes, a powerful new reign of heroes arises to contend for power and build a new empire. 
Arrayed against zombies, elementals and other unspeakablcs, you must arrange alliances, cast 
horrific spells, and lead your armies to victory... or be crushed beneath the enemy’s merciless heel. 
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Price: $49 
Minimum System 
Requirements: 

486DX/100, DOS 5.0. 
SMB RAM (16MB in 
Windows 95), 20MB 
hard-disk space, 4x 
CD-ROM drive, SVGA 
graphics, Microsoft- 
compatible mouse: 
supports most major 
sound cards. 
Multiplayer Support: 

None. 

Designer: Mythos 
Game Ltd, 
Publisher: MicroProse 
Alameda, CA 
(510) 522-1164 
www.microprose.com 
Reader Service ft: 344 
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Little Green Men 


The Third XWM Won’t Disappoint the Alien-starved Strategist 




by Tim Carter 


T lie iitlle green 
men are back. 

Or, at lca.st, 
they’ve left the 
environs ofTA'' 
and film for the 
more cerebral 
terrain of PC 
strategy games. 

Specifically, 

they’ve returned through X- 
COM Apoo\i,wsi';ihe 
third in the popular X-COM 
series. (In case you’re won- 
dering, there actually arc 
some little green men in X- 
COh'I Apoc.U'ii’Sfc;— rcall)', 
really little, in fact). 

Tl'je most striking change in 
APOCMiPSK is its sharj) left-liim awa)’ 
from the popular conception of aliens and 
the alien menace. You won’t find any cat- 
tle mutilations here — with good reason, as 
according to the game’s plot, liarth doesn’t 
have any cattle left to mutilate. 

ALIEN INVASION 

X-COM Ai= 0O\IAPS1'; posits a futuris- 
tic society in which environmental 
degradation has reduced the population 
on Earth to a single domed city nin by a 
variety of corporations and criminal 
organizations. You. as X-COM com- 
mander. are responsible for pmtecting 
the city and these organizations from an 
unknowTi alien threat originating from a 
completely different dimension, rather 
than just from another planet. 

Tliis may be disconcerting for some X- 
COM fens, as one of the most attractive 
features of previous games was the battle 
against some of popular cultures favorite 
bogeymen. Undoubtedly, defending an 
abstract citj'with abstact corporate orga- 
nizations from unrccognfeablc aliens will 
be a letdown for die-hard fans. 

Personall)’, I find that the strengths 
and strategic de]3th of the game make up 
for what it lacks in plot. 'Pile story' isn’t as 


X-COM CITY instead of battiing aiiens for a world, you’re fighting 
for a domed city, but you'ii stiii need to research tech and fight 
infiltrating aiiens. 

good, but the gameplay' remains slick, 
fast, and fun. 

Apocalypse contains a strategic game 
of fiscal management, research, construc- 
tion, the general uncovering of yet another 
nefarious plot, and a tactical small-unit 
combat engine. In this version, three 
dozen infantrymen operate acro.s,s either 
urban areas or crashed UFOs in search of 
raiding aliens. (For most missions, a dozen 
is more manageable and ade()uatc.) 

Wiile the tactical maps aren’t signifi- 
cantly wader than in past games, (Ixiy have 
much more depth, teaching up to nine 
stories high. Mo.s1 battles take pktee 
indoors, atid it seenas as if tloe designers 


► seeing red Apocalypse has a different styie, with 
I these ’50s-styie ships, but unfortunately it breaks 
! aw^ from the excellent storyline of X-COM for a 
strange, new direction. 


opted to mo\ e away 
from randomized com- 
batlocations tow-arda 
diverse, but still some- 
what limited, set of 
buildings and UFOs in 
w'hich to fight. With all 
tlie new space, it is 
almost imixrssiblc to 
cover the entire terrain 
in a“swecp” format, and 
gamers will likely find 
themselves adopting 
“search ancl clesho)'” 
tactics instead. 

Both .strategic and 
tactical interfaces ha\'e 
been gisen a com[)lete 
overhaul, altlaough tlie new product 
retains the essential .skeleton of tire origi- 
nal. With a few e.xceptions (such as keep- 
ing track of which soldiers are based 
w'licre) the new' interface works quite well. 
Also, it seems relatively stable: In more 
than 60 hours of play the game crashed on 
me only four times, although it did slow' 
dowia considerably during raids on the big- 
ger UFOs, and during some very compli- 
cated real-time combat sequences, 

BAHLE STATIONS 

/\s nimor and sneak previews ha\’c 
already reported, combat in X-COM 
can be either turn-based or real-time. 

Deciding w'hich system to play 
is largely a question of personal 
preference: I found both to 
work well, altliough you do 
tend to trade control (in turn- 
based mode) for excitement 
and speed (in realtime). 

The aliens are orgairic in 
nature. Many crawl or slither, and 
Oieyneed to get close to your 
squads to do any real damage. 

Ea en though your troops arc 
generally' in more danger, play- 
ing in real-time gi\'es liiem a 
much better chance of taking 
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out cliiirgiog brain suckers, hv-pensonns, 
and tlie like, because jour squads can fins 
coiilinuoiisly as the critters approach. In 
turn-based mode, )dii get one turn’s worlJi 
of fire plus one or two reaction shots, and 
tliats it. If )Du miss, you're slug bait 

Also, while thCi'M periodically lias its 
troops doing the‘'sectoid shuffles." tlie 
computer proves a worth)- opponent. Well- 
planned mo\t;ment and attacks are 
rewaaled with low' casualties, while care- 
less ad\-jnccs ane sure to be ambuslied. 
/Miens are frequentl}' a^ressise, and more 
than once an alien mslred out from behind 
co\'Cr, swlclsd to auto, and unloaded on 
m\' point man. As tlie aliens infiltrate 
potential allies, you must keep collateral 
damage to a minimuni. Dead Chilians 
make enemies very quickly, and alien 
anthropods use civilians for cover. Stow' 
those grenades, boys. 

Aiotlxir reason to go realtime is to 
s-])eed up gameplay in general. As with its 
prcdeccs.sors, X-COh'I /\POG'\QPSi'; 


requires j)la\cr.s to estab- 
lish and develop bases 
within tlie city, research 
new technology', and 
build new items based 
on research. You must 
also handle the city’s 
political issues and keep 
tlie altcns from infiltrat- 
ing key organizations, 
such as tlie guys who 
make your equipment. 

Money is scarce, and 
gamers will find tliem- 
•seK'es with many' finan- 
cial dilemmas as tlie game progresses. 

/\.s the aliens arc very aggressive — 
even at the medium level of difficulty— 
you may have to resjiond to six or seven 
incursions while you wait for a key tech- 
nology or funding to appear. 

In turn-based mode, each combat 
could take 1-2 hours, while in realtime 
tlicy finish in aroiuid 20-30 minutes. As 


tlie games jilot developed and I was eager 
to build new ships, gain new equipment, 
and carry tlic fight to tlie enemy, I gravitat- 
ed tow'-ard real-time combat simply 
because it offered a quicker resolution. 

BELLY OF THE BEAST 

niventually, y'ou must take the battle to 
tlx; aliens, sending your squads into the 
alien ciiniension to stop the exlradimen- 
sional menace. Unlike tlie original X- 
COM, in w'liicli the mission to Cydonia 
was a one-shot attack, the alien dimension 
liere consists of multiple buildings {for 
want of a better terni) and a plethora of 
hostile forces. One fliglit through alien air- 
s]5ace sliould cure all X-COM fans of tlie 
“Ceez, that ending was easy'” blues. 

X-COM A’OCAQTSE is a well-con- 
slnieled, enjoyjible game. There would be 
little in tiie way of criticism regarding tlie 
game were it not for tlx; superior flair and 
os'cral! sty'le of tlx; original game. X-COM 
was a joy' to play because of the basic story; 
which w'as so compelling. Unfortunately, 
tlx; same can’t be said ofX-COM Apoc- 
Al^1’SI';’s slory. But that is ApogvQTSE’s 
only problem, and its more of a missed 
opportunity' than a genuine flaw. It isn’t as 
good as file original, but its entertaining 
and worthy of your time and attention. % 


^APPEAL: X-(^M and realtime fans 
looking to kick some alien butt. 
FPROS: A great person*to*person 
combat engine and many of the gim* 
micks X-COM aficionados are look* 
ing for. 

FCONS: Plot a 
major swing 
away from the 
original; missing 
much of the fla- 
vor and style of 
the classic. 


Realtime vs Turn-Based 


F irst, a confession. As an X- 
COM aficionado and a realtime 
skeptic, I was ready and will- 
ing to dislike the real-time element 
of Apocalypse. Having played it, I 
have to confess that it is quite fun 
and speeds up the game, albeit at 
the expense of your troops, whose 
lives are in more danger during 
real-time play (at least with me at 
the controls). 

Firefights are more gripping in 
realtime, and flanking maneuvers and 
reinforcement of the point of contact 
become quite important. Ammunition 
supply becomes a greater factor 
when the clock is running, as your 
troops tend to blaze away quite freely 
with little regard for their stocks. 

On the other hand, managing 
large numbers of troops in realtime 
can be difficult. Your squads tend to 
bunch up when ordered en masse, 
and don’t always watch their bacte 
very well. This is important, because 
the aliens are quite adept at flanking 
maneuvers themselves, and seem 
quite witling to drop down a floor, 
race the length of the battlefield and 
appear via an elevator at your rear— 


or even in the middle of your forces, 
for that matter. 

Each mode also requires some- 
what different tactics and equipment, 

I sometimes switch modes to suit 
the ordnance available to my troops. 
For instance, my favorite weapon 
under most circumstances is the 
Megapel Gas Grenade. This handy 
device sprays a cloud of knockout 
gas over a wide area, rendering virtu- 
ally all humans and most aliens with- 
in the cloud unconscious for the 
duration of the battle. 

Early in the game, when your 
troops are inaccurate and slow, gas 
grenades are critical to your sur- 
vival— particularly in turn-based bat- 
tles where each turn offers only a 
very limited number of shots to each 
soldier (but more than enough time 
to throw two or three grenades). The 
problem is that only so many 
grenades come on the market each 
week. In a busy week, I was usually 
running out by Wednesday or 
Thursde^, By switching to realtime, 
where prolectile weapons are more 
effective, I could zap intruding aliens 
without rest. 
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Oops! Your Psycho Clown lit a match 
and took out an enemy block, 


Just when you thought it was safe... 
enemy zombies invade your turf! 


Hooligans are down for a 4 player 
network (or modem) patty! 


"One of those gamos that keeps us 
at the office late." 

- Ullra Can Playara (Jaae ’07) 

"Constructor is tun anil challenging 
on so many levels." 

•GamcSpol {im 'B7| 

"Constructor takes the Sim game 
idea to the Nth degree." 

- ECM (April '971 

"Constructor grabs you with its humor 
and keeps you glued to your seat with 
its well halanced and compelling 
resource management aspect" 

- Cgmpylcr & Nci Playep (July '97) 

"The humor is sharp, the graphics 
are well-composed, and the gameplay 
is intelligent without being dull." 

■ GatneSpui (Juus '97) 




Manage your finances or bean-counting 
bankers will descend like vultures! 


Master resources, control territories, 
build empires. It’s all in a day's work. 


Mess with the mob and you’ll be 
taken out with the trash! 







URBAN UNREST AHEAU 


Another day, another mobster to pay off, another drunken rave to bust up, another commune to fumigate. 
This is no ordinary sim, This is a city where the foremen take graft, unlicensed repairmen screw up 
your apartment buildings and psychos roam the streets. We gave life to your simulation in all its funky, 
misbegotten, low-down glory. So if you want to build sprawling utopias, get rich and rule the world — 
you’re gonna have to get your hands dirty, 

HEY, IT'S YOUR CITY...DEAL WITH ITI 






XAKE XHE GALAXY BY FORCE: 


Conquer the galaxy through military action, diplomacy or covert operations. 
With Star Wars Rebellion, those are just a few of the ways to implement strategy 
and tactics on a grand scale — with control of the Star Wars galaxy as the prize.' 



Command the Rebel Alliance or the Galactic Empire. Engage In spectacular battles. 
Earn the. loyalty (or resentment) of some 200 planets. Play in reali^mm^jipgle play 
mode or two player mode over a network, the Internet or dir^^^^^^fct. Is the 
For^^with you? Discover for yourself. 





TO CONTROL A WORLD'TO COMMAND A GALAXY 


For Windows 95 CD-ROM 
WAV w .lucasarts.com 


® TU& ® 1997 Lueastilm, Ltd. All rights reserved. Used iinoer aulhorieaiion. 
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The Last Bulge? 

SSG and SSI Join Forces for the Best Bulge Ever 



Price: S59-95 
Minimum System 
Requirements: P90, 
12MB RAM, 15MB 
hard-disk space, 
Windows 95, SVGA 
graphics, mouse; sup- 
ports Sound Blaster 
and compatible sound 
cards. 

Multiplayer Support: 

Network IPX, Internet 
TCP/IP, modem, and 
serial-port direct con- 
nect (1-2 players). 
Developer: SSG 
Publisher: Strategic 
Simulations, Inc. 

Sunnyvale, CA 
(800) 601-7529 
www.ssionline.com 
Reader Service #; 345 


by Jim Cobb 


A long witli Gettysburg, 

Waterloo, and Stalingrad, 
the Battle of the Bulge is a 
very popular, yet difficult, 
gaming subject. TTie 
Bulge presents designers 
not on!)’ with the problems 
of comparisons with older 
games an<l historical accu- 
racy but also with supply 
problems and traffic jams. Weaving 
these mundane aspects into an exciting 
context is a challenge to serious design- 
ers. SSCsTme Ardknnes OFi’ENstNii:, 


the first in a planned series of the 
DECisi\a' B.m-iles of W\\^I, is so 
good that it may be the last word in 
operational studies of the Bulge. 

The graphics aren’t stunning, but the 
maps fit nicely into the rcgiment/battal- 
ion scale and cleanly represent the ter- 
rain of Belgium and western Gemiany. 
’The usual icons for movement and sta- 
tus options exist, as well as a jump map. 
’Hie regimental units can be displayed 
\sith dh’isional insignia, NATO s)'mbols, 
or weapon silhouettes. 

If you're worried that this sounds like 
another straight boardgame port, just 
click the right mouse button. I’hen 
you'll see the unit's parent organization, 
its organizational steps, attack and 
defense strengths per step, supply sta- 
tus, w'eapons silhouette, and the ever- 
important operational points (OP), 
'^riiis elegant unit display easily portrays 
the link between OPs, combat, and 
supply without the need for constant 
reference to cumbersome charts and 
tables. If you've ever wanted to play 
more serious strategy games, but were 
thwarted b)' rules complexity, Ti It': 
ARDh;NNi'.s Offensive is a great, 
accessible place to start. 


PERFORM THE OPERATION 

Every unit has eight basic OPs, but 
armor has a higher maximum OP limit 
than infantry. Maximum OPs can be 


gained, even doubled, by the actions of 
units in supi}ly. However, supply is, in 
itself, a function of OPs, because a unit 
must be in supply to receive them. 
Supply is determined by the number of 
OPs a unit would expend to reach 
cither a supply dump or a mobile sup- 
ply source, llius, OPs create an inter- 
locking relationship with movement 
and terrain, limiting a units latitude of 
action. Factors such as time also figure 
into supply (see the sidebar). 


Tlie Attack and Defense Combat 
Capabilities (A/DCC) arc separate, but 
still de]3endent on supply and terrain OPs. 
A unit expends all ACCs in attack and 
must be in supply to renew' them, 
although an out-of-supply unit w'ill not 
lose ACCs until it attacks. As scenarios go 
on, German supply drops from 100 ]3er- 
cent and American supply increases, so 
ACCs a\'ailable are a function of overall 
su[jply status, and not a constant. A panzer 
unit with a maximum ACC of 12 will 



Tutorial. Decembeneth-lSU) 1944 

Tills Is ttia first scenario you shouli) play, it Is designed to be 

played as tbs Oermans. Consult tbe tutorial chapter In trie 

manual. 

The most capable of the Ihrae German army commanders In 
the Bulge was Haesovon Mantsuffel orrtfth Panzer Armee. 
MahteuRel was also racing the weakest portion of the 
American line. The LVtIl and XL.VII Panzeriiorpe were each 
opposed by a single US regiment. 

The attack commenced in the early hours of December I6m. 
The noth end 112th US regiments were thrown back by the 
6th Panzer Atmee In savage fighting. Progress was delayed 


eama 
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[ TRAFFIC JAMS Here, you get a good 
look at what the Germans are up 
against: Despite rapid early gains, they 
are running out of roads— and time. 


W ARMCHAIR GENERAL ACCESSIBLE Better than most tutorials, Ardennes’ covers the 
I exciting opening days of the Bulge and eases you into the action. 
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have a replacement of 9 when Gemian 
supply drops to 75 percent. Through this 
mixture of OPs, supply, and time, 
ArdenM'„S re-creates the German prob- 
lems of distance and logistics and high- 
lights American transport efficiency. 

If you left-click on a slack, \ou high- 
light the hexes to which the unit may 
move, a la PANZER Gener\L. Likewise, if 
you click on an adjacent enemy unit, )Ou 
bring u]) the combat screen: On the right, 
you view the combat area with all 
invok ed units along the top border; on the 
left, )Ou see attack and defense strength.s 
and bonuses for terrain, entrenchment, 
and divisional integrit)'. You receive better 
odds wIku you have tiie tactical adv'an- 
tage, artilleiy/air support, a^ressive lead- 


ership, or all of 
them at once. 

NO GIMMICK 
REQUIRED 

Tlic OPstnic- 
ture is much more 
than a gimmick— 
tlie ability to move 
and fight with your 
units in any 
sequence makes 
combat very fluid, 

Tluis, your infantry 
can make a hole for 
armor, then your 
annor overruns weak units, and finally 
the first units may move again to mop 
up. Ardennes is a 




HSIBSSHi 





Supply: Do the Math! 


T‘ 

I 


0 win Ardennes you need a thorough under- 
standing of supply and operation points— easier 
said than done. All units have 8 basic operation 
points, unless they are surprised Americans, 
whose infantry can have a maximum 12 OPs and armor 
a maximum of 24, Basic OPs are constant, but max 
OPs come from supply and activity, as unused addition- 
al points accumulate. To be in supply as the Americans, 
one of your units must be within 30 OPs of a supply 
truck, which, in turn, must be within 30 OPs of a sup- 
ply dump; the Germans are similar, except that they 
must be within 24 OPs, 

Germans begin with 100 percent supply and Americans 
wifti less. This relationship reverses as the scenario pro- 
gresses. The supply percentage affects the amount of 
points toward the max OP, so infantry with 50 percent 
supply, for example, adds only two OPs to its basic value. 

You don’t really have to do the math; just keep in 
mind that supply is crucial during pl^, especially during 
combat. Any of your units that are out of supply after 
an attack lose their attack capacity. Defense capacity is 
normal for the first combat of an out-of-supply unit, but 
results get worse in subsequent attacks, So make sure 
that last attack wot1<s, and don't get isolated! 



' NO WAY OUT Even if this defender survives the assault, 
it won't be able to fight its way out, Don’t get isolated, 
and keep reserves handy to rescue units! 


POLISHED CHROME Whether you’re into B-26 bombers or 
you'll find them in the weapons database. 

preparing to go over to tire defense. 
Optimizing combat must be balanced 
against saving AGGs and preparing 
for foilow-iip attacks. Tire A1 is 
good — as we\'c come to expect from 
SSG— and unpredictable, wliich add.s 
a lot to replay value. 

Ardennes lias some nice touches 
unrelated to gameplay, including a 
selection of unit histories and a robust 
weapons database. Is the game per- 
fect? No. Tile most irritating flaws 
occur in the manual, which does a 
decent job of teaching mechanics, but 
is prett)' opaque when discussing 
details of supply and combat. For an 
operational WWII game, Ardennes is 
a bit light on the aspects of command 
control, which seems to be a design 
choice to keep things moving along 
briskly. Lastly, the boardgamc-stylc 
sequence — you go, then I go — does 
hurt spontaneity. On the other hand, if 
you’re looking for a realistic, challeng- 
ing, and enjoyable WWHI game, don’t 
let these minor flaws slow )'OU down: 
Ardennes is the best computer game 
ever on the Battle of the Bulge, ‘t 


veritable smorgas- 
bord of wargam- 
ing; Towns and 
destroyed units 
become strong- 
points to slow 
advances; air inter- 
diction and 
German infiltra- 
tion teams increase 
enemy OP costs; 
artiller}' units lose 
effectiv'eness as the 
front becomes 
fluid. For replaya- 
bility, feel free to 
try out random 
reinforcements, 
different supply 
levels, and even 
“loaded” dice. 

The scenarios 
coverall phases of 
the battle, from 
actions such as St. 
Vith and Bastogne 
to the entire 
December- 
lanuary cam- 
paign. As the 
/\merican,you 
must know when 
to run and delay 
until reinforce- 
ments arrive, 
while the German 
player must walk a 
fine line between 
grabbing victory 
hexes and 


^APPEAL: Anyone interested in 
World War II or conventional strate- 
gy games. 

>PROS: An elegant system captures 
all the important aspects of the 
Battle of the Bulge in an accessible 
manner, with plenty of great chrome. 
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Dark Omen”: A full-screen, real-time, 

battlefestl 


Based on WashammbR;' the world’s best-known 
fantasy battle system by Games Workshop.® 


Lead your mercenary Grudgebringers 
against the undead legions of the Dread King 
in a branching campaign of 26+ battles! 


► The only arcade/strategy game available 
full-screen, real-time, true 3D gameplayl 


► Constantly evolving game and expanding 
army with up to 45 units to choose from. 




► 2-player support via TCP/IP, IPX, 
modem, and serial port. 


WINDOWS® 95 CD-ROM & PlayStation’" 

www.warhanimer.ssionline.com WOSJTSBOP® 


AriwQik and imagery © 1997 Games Workshop Lid. All rights reserved. Program © 1997 Strategic Simutallons, Inc. All rights reserved. Wathanimer and the Games Workshop logo are registered trademarks o1 Games 
Workshop ltd. Dark Omen is a trademark ot Mindscape, Inc. Final Redemption is a trademark o( Strategic SImulalicms, Inc. © 1997 Strategic Simulations, Inc., a Mindscape Comnany. All rights reserved Windows Is a 
registered trademark of Microsoll corporation. PlayStation is a trademark ot Sony Computer Entertainment Inc. Alt other trademarks and registered trademarks are the properly of their respective holders 




EPIC 40,080 

r.iSii® 
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Final Redemption™: An epic battle for 


human survival! 

► Set in the Wahhammer* Epic 40,000 universe by 
Games Workshop.' Features the armies of the 
Imperium of Man and the Space Ork Horde! 

► Command a vast army and wage turn-based 
war on the battlefields of the 41st millennium! 

► Campaign play features over 30 scenarios and 
20 minutes of live action video. 

► Comprehensive encyclopedia covers the forces 
of the Wabhammer Epic 40,000 universe - which 
includes over 100 unit types to select and control! 

► 4-player support via TCP/IP, IPX, and modem. 


To Order: Visit your retailer or call 1-800-234-3088 
(USA & Canada) with Visa or MasterCard. 



A mnDSCAFE* COnPAAT 


Call 1-800-771-3772 for Game Rating Information. 
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Price: S29.99 
Minimum System 
Requirements: 486/80 or 
better, Windows 95/NT, 
SMB RAM, 4MB hard-disk 
space, 2x CD-ROM drive, 
Windows-compatible sound 
card and mouse. 
Multiplayer Support: 
Modem, Direct Connect (2 
players), LAN, Internet 
{2-12 players). 
Designer: Windward 
Studios 

Publisher: Headgames 
Interactive 
Minneapolis, MN 
(612) 321-9470 
www.headgames.net 
Reader Service d: 346 


Limited Vision 

Enemy Nations Is Just Another 
Lukewarm Entrant Into the Real- Time Arena 


by Martin E. Cirulis 


T he nice thing about 

wargames is that for every 
company that thinks slick- 
er, faster, simpler clones 
arc the road to success, 
there is a designer some- 
where who thinks that 
complexity and realism arc 
a better route to a good 
game. In this case, as other 
companies rush to make more accessi- 
ble (simpler) versions of COMMAND & 
Conquer, Windward Studios, in [)art- 
nership with publisher 1 lead Gajncs, 
has created its own C&C-for- 
grownups title, ENEMY NATIONS, 
which sticks with the ever-popular 
real-time format, all the while offering 
a slightly more complex and realistic 
resource and combat model. 
Unfortunately, the increase in detail 
seems to have come at the expense of 
the game itself. 


ANOTHER CROWDED HOUSE 

Oddly enough, in the premise depart- 
ment, Enemy Nations bears far less 
resemblance to C&C than it does to last 
year’s competent sci-fi turn-based 
wargame, Deadlock. Once again, in a 
very erow'ded galaxy, the great races of 
space, human and otherwise, are forced 
to battle over a viable world through the 
U.SC of coloui/ing skills and sheer force of 
amis. The last and greatest colony win.s 
the world as the other races just shuffle 
off admitting defeat. 

While we have seen this game 
before, especially w'hcn you consider 
the resources model and the depen- 
dence on raw' materials for construc- 
tion. it is very nice to sec it all in a 
viable, real-time fomiat. 'lire game 
starts as your mothership touches dowai 
and your initial units roll out. Their 
number depends on the starting level 
you pick, but will include at least a con- 



struction crane and two hauler trucks. 
Your ship also carries enough raw 
materials to gel your initial infrastruc- 
ture established. 

While all-purpo.se construction vehi- 
cles are a standard feature in real-time 
wargames, the hauler trucks arc an 
interesting nod to detail. Wliereas most 
resource games 
assume that once 
you cut a tree or dig 
up a mineral it is 
w'hisked away to 
some convenient 
central storage area, 

EN makes no such 
assumption, and 
thus the trucks are a 
vital part of your 
game; they haul 
resources from har- 


they arc processed. This makes for a 
whole new’ level of tactical decisions 
concerning the placement of facilities. 
Plus, for the first time in a game of this 
type, roads are actually rclcvani. 

lire trend tow'ard greater realism docs 
not stop with hauling around various 
raw' materials. Players must also build 


vesting sites to the 
factories and then 
to the power plants 
or refineries, where 


f TIMBER The level of realism here is fairly extensive; you not 
only have to harvest different resources, but you also need to 
ship them to refineries and processing plants. 



THE DECKS ARE SEALED 

Aid, Linie.MyoiLregood, YOUR FATE 

Introducing Magic: The Gathering" Sgeib expansion set for the PC. 

More creatures. More spells. More ways to experience the thrill of Magic. 

Intensify your Magic PC gameplay with the new exalted Sealed Deck Generator. Spelb of the Anciento" now bestows rare and powerful 
cards like Juzam Djinh, Guardian Beast and Psionia Blast from the Unlimited", Arabian Nighto* Antuiuitie.i^ card sets. 
Construct decks around new themes or fin^tune an existing one with multilands to impose a demoralizing del'eal. liilher way, 
Spelb of the AncienLi yon over 130 new spells, creatures and abilities to steel your competitive spirit and crush your planeswalking foe. 



'J'bf (jilllk'/inif /•vlbeJ'L' 


The Ultimate Magic Experience for the 


AvaikUe on PC CD-ROM. Visit ^uur locvd ivuiiler or cull; l-SOO-tWri- GAME clay c 
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second-levei processing 
plants that turn coal and 
iron into vital steel, refiner- 
ies that turn oil into gas for 
vehicle inos’cment, and 
power plants that turn 
coal and oil into precious 
power. Even more inter- 
esting in longer games is 
the fact that resource sites 
will eventually play out, 
forcing players to range 
farther afield in search of 
tile stuff war machines are 
made of All of this gives a 
level of detail rarely found 
in the genre. 

A STRANGE MYOPIA 

Unforliinately, despite 
their attempts todi,slin- 
guish themselves, tlie 
designers at Wndward 
Studios seem to have 
taken a strange path in 
deciding what is and 
isn't important to this 
tjpe of game. 

For instance, the temiin 
graphics engine is beaulifu! 
to the jwint of grinding the 
best computer systems to a 
halt. In fact, the design 
notes seem to gloat that it 
will take the next genera- 
tion of I^Cs to fully exploit 
what tlic land has to offer. 

Unfortunately, while 
ENtiivn’ Naiions can easily make it into 
Virliuil Homes and Cardens, any gamer 
expecting flie same care and attention to 
combat effects will be sorely disapjxiint- 
ed. In fact, battle sounds and graphics in 
the game are the ueakesl I liave seen 
since MicroPro.se’s also-ran, lYtiS MiiAN'S 
War. Wliile some horticulture fans out 
there may disagree, I suspect most gamers 
would trade beautifully rendered trees for 
a bigger sound and graphics difference 
between cannon and laser fire. 

Of course, all this might have been 
forgivable had the proof been in the 
actual combat pudding. If the spiffy ter- 
rain and wide variety of weapons plat- 
forms actually translated into a combat 
system as detailed and interesting as the 
resource system, thiiigs would have 
been great — but in the end none of it 
seems to make much difference. 


Combat modifiers for terrain and move- 
ment may be at work here, l>ut combat is 
so barc-bones that the onlj' difference 
you’re likely to notice is that some units 
crawl along more slowly over hills and 
forest. 'Ihis, cou])led with a computer 
player that must have been the dumber 
brother of the one found in DIvXDLock, 
means that hard-core wargamers (at 
whom this [Jioduct seems to be aimed) 
are sure to turn up their noses. 

Even when you focus on the 
stronger points of the game— the 
resource and construction portions— 
the designers .seem to have left out a 
few important details. Despite the fact 
that everything in the game depends 
on your supply and demand, there isn’t 
a single .spreadsheet to be found. 
Buildings yield infomialion only in the 
fomi of nc.xt-to-useless icons, and the 


w'orld map is inadequate 
to the point of uselessness. 

Aiid, sorry, but despite 
the promising resource and 
construction angle, I found 

Enemy Naiions to be just 
plain boring. The aliens 
races arc about as generic 
as sci-fi gaming gels these 
days, and the technology 
research is not much bet- 
ter; Despite coming to this 
world at FTL speeds, you 
s[)end most of the game 
duplicating the industrial 
revolution (starshi])s and 
coal-buming electrical 
plants?). Moreover, the 
potential of the high-reso- 
iution terrain is wasted, 
since everything looks as if 
you’ve landed on TVs 

(namely, the planet 
North California!). 

Tliis game does have 
appeal, especially in the 
multiplayer arena, where 
human aw'arene.ss goes far 
in deepening the shallow 
ends of this game. But if 
you are not a connected 
gamer, you may come 
away from this game think- 
ing you have paid an awful 
lot of money for a really 
good sharew'are game. 
Mead Games needs a big 
slap for thinking all a dis- 
tributor should do with a game is shove it 
out on the shelves as cheaply as ]30ssible. 
(Holy BC3K, Batman!) Unless you are 
dc.sperately in need of a deeper real-time 
wargame fix right now, wait for Enem^' 
Naiions 2. Perhaps a little more experi- 
ence will breed greater success.*?} 

^APPEAL: Fans of realtime who 
want more complexity in their tities; 
Deadlock fans. 

>PROS: A deeper C&C clone; ter- 
rain graphics and the resource/con- 
struction engine are some of the 
most detaiied found in the genre yet. 
^CONS: Inferior 
combat routines; 
bad reiease Al; 
generic props; 
a dearth of 
useful gaming 
infomiation. 
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16,822 troops, 97 tanks, 118 planes 








MIwdso^ 


6orporatfoQiJftg:l^ 


Sf ‘ '’ 

' 

CloseCombat.^,. 

A is 'w»S 

TilOMll 

i 






WINDOWS® 95 
CD-ROM 

www.panzergeneral.com 


The New 

P ANZER GENERAL® II. More than 
a sequel. An entire generation 
beyond anything yet seen in strate- 
gy games. And seeing is believing. 
Witness the Living Battlefield," a new 
standard for strategy game artwork. 
Featuring the heightened realism 
of hand-rendered maps — thirty 
painstakingly crafted battlefields 
that are faithful to the real ones 
of WWII — the Living Battlefield 
also showcases detailed SD-rendered 
combat units with six facings. 

Of course, this beauty is beyond 
skin deep. The phenomenal game 
play of the second generation 
Panzer General game engine is truly 



THE UVING BATTLEFIELD SERIES 
features the enhanced realism of 
hand-crafted maps and photo-realistic 
3D-rendered combat units. 



awesome. Battles rage through 
WWII's Eastern and Western Fronts,. 
North Africa, even the continental 
USA. Play one large campaign and 
three mini-campaigns — some of 
which are playable as either Axis 
or Allied forces. Edit scenario and 
unit data with the powerful Battle 
Editor for enhanced gameplay and 
extended replay. And with full 
multiplayer support, battles can 
include up to four players. - 


PANZER GENERAL II. 

The New Face of Strategy Gaming. 


To Order: Visit your retailer or call 
1-800-234-3088 (USA & Canada) 
with VISA or MasterCard. . , , 


Developed by 
the SSI Special 
Projects Group. 


PANZER GENERAL is a tegisterefl irademacKof Slraienic Simulaiions, Inc. LIVING BATTLEFIELD is a liaUBinatK ol Slratcgic Simulations, Inc. ©1997 Svaiegic Simolaiions. Ine.. a Mmdscape Comoan/ Ati rigliis reserved 
All other iradematks and registered trademarks are the property at llieli respeclive holders. 
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REVIEW • STEVEH SPIELBERG'S DIRECTOR'S CHAIR 





A Splice of Life 

Realize Your Dreams on the Big Screen 
With Hollywood Mogul and Director’s Chair 



by Terry Coleman 



Price; $39.95 
Minimum System 
Requirements: P90, 
Windows 95, SMB RAM, 
18MB hard-disk space, 
SVGA graphics, 2x CD- 
ROM, mouse: supports 
Windows-compatible 
sound cards. 
Multiplayer support: 

None. 

Designer: Dreamworks 
Interactive 
Distributor: Microsoft 
Corporation 
Redmond, WA 
(206) 882-8080 
www.dreamworks- 
games.com 
Reader Service #; 348 


s the dog days of August 
recede to autumn, \ve leave 
beliind airotlrer barrage of 
summer blockbuster movies. 
Admit it: You’ve always 
thought that were in 
charge, you could put out 
better films than tlx: endless 
sequels and insipid remakes 
of 70s TV shows that com- 
prise tire Hollywood mainstream. 

Well, now you liave ixrt oire, ixif two 
opportunities to realize those celluloid 
dreams. Sl'EVtj'4 Spieijkrg’S Dirf.C]OR’s 
Chair (DC) lets you craft movies in tire 
manner of the famed filmmaker, while in 
Carey DeV.ionos HOLI.YWOOD Mocui, 
you play Executive Producer, running an 
entire film studio. 

REALIZING 
YOUR VISION 

Both games are liglrl on tradi- 
tional documentation but 
replete with online help. While 
both games are accessible, DC 
is obviously aimed at people 
who don’t nomially play games. 

Theres nothing wrong witii that, 
and DC does begin nicely; Tlie 
feeling that you get when 
Steven Spielberg walks on 
screen and talks to you is as 
wann and fuzzy as watching the 
video of ET. If its a little sappy, 


well, the same complaint has often been 
leveled at many of Spielberg’s films. 

Mogul lacks tlie multimedia splendor 
of DC, jazzing its text-lx;avy' screens with 
colorful static backgrounds. 'Iherc are 
some similarities, in that both DC and 
Mogui. utilize an attractive assistant to 
keep you infomied and, it’s hoped, out of 
trouble. But even liere, tlie differences 
abound. DC gives you singular choices: 
Every game features tlic same assistant, 
tlie same production studio. MoGUl.not 
only lets you select your assistant, choasc 
from a number of studio-fanfare .WAV 
files-, and design your own studio Ic^o, it 
also lets you im|X)rt .BMP files so Uiat 
your girlfriend, husband, or grandmotlicr 
can be in tlie game. 




DC concerns itself with tiie nuts and 
bolts of filmcraft, while MOGUL gives 
you Ihe big picture. Each concept is a 
solid one for a game, but the games 
differ greatly in how they realize tlieir 
potential. In DC, you are aetually on the 
set shooting scenes and dealing directly 
with actors. As director, you aren’t 
allowed to choose your actors — you 
don’t yet command Spielbergs clout. But 
this also cuts down on your gameplay 
choices, especially since the acting qual- 
ity is so uneven. 

Jennifer Aniston (ftom tlie hit TV show 
Friends) is very photogenic, and delivers 
alxiul what you’d expect. But wliy 
Quentin Tarantino was chosen as one of 
tlie “actors” for thLs gime is a mystery, one 
that ranks right up there with the miscast- 
ing of Bruce Willis in Boniire of the 
Vari/fics. A superb writer and promising 
director, Tarantinos idiosyncratic style 






A: In DifHnoR's Ct#, vou film Quentin Tarantino, who has 
already been chosen for you. - 
B: In Hollywood Mogul, you negotiate to choose your own actors, 
and haggle over what perte th^ will receive, 

C: Oirotr's Chair hands you a completed Script, and you have 


only a little leeway In modi^ng it. 

D: Hollywood Mosul lets you decide which scripts to buy. and you 
select writers, to polish and rewrite them before any talent is hired. 
E & F: After a film is completed, both DC and Mogul let you see 
your name in the credits at theiocal cinema. 


rarely comes across properly in his act- 
ing — the same is true in DC. At times, 
hes downright painful to watch. 

YOU MAKE THE CALL 

In Mogul, you do everytliing from 
bluing tlie script and selecting the location 
of tlie film .shoot, to choosing tlie actors, 
the producer, and the director. And while 
this process lacks DCs visceral appeal 
(such as Ms. Anistons sunbathing, 
Mocui. puts you right in liie middle of tlx; 
moviemaking game. \bu may, for example, 
negotiate with a certain former Austrian 
bodybuilder lo detennine wliether or not 
he has casting approval, how many stunts 
he will personally perfomi, and if he will he 
settle for limo service to and horn tlie set or 
require a 24-hour chauffeur. About tlie 
only thing missing is having to remove 
brown M&Ms from the bowl. 

Every actor, producer, and director in 
Mogul is rated for a variety of tenden- 
cies: star appeal, ego, ability to stay with- 
in budget, work ethic, and artistic vision. 
The best are, of course, the most expen- 
sive. From the time the negotiations 
begin, you have to [u^le a lot of factors 
before your movie can become a hit: 


HOLLYWOOD HOGUL 


^APPEAL: For anyone who’s ever 
wanted to produce films. 

^PRO& Clever and unique strategy 
game; very challenging; ability to 
edit nearly every 
game attribute is 
a nice touch. 

^COHS: 

Minimalist pro- 
duction values; 
no multiplayer 
mode. 



• Should I go for a veteran actor no 
longer at the top of the box-office heap, 
hoping that he or she has one more 
blockbuster left? 

• If 1 spend $30 million on qiecial 
effects, does my sci-fi movie really need 
big-name actors? 

• How can I kee[i my tempestuous 
star from throwing temper tantrums and 
costing us millions in delays? 

Afterw'ard, you have to choose adver- 
tising budgets, set up test screenings, and 
decide how many tlieater screens will 
show your film. You can’t rest on your 
laurels, either. If you want to have a suc- 
cessful studio, you have to keep cranking 
out the hits. None of this is difficult, but it 
results in plenty of gameplay decisions, 
making MOGUL a lot more addictive 
than the average strateg)' game. 

FILM BREAK 

DC, on the otlier hand, tries too hard to 
be accessible, telling you where to go, 
what to do, and when to do it When it 


could challenge you with tough decisions, 
it irritates you instead. For example, when 
you are ready to shoot your first scerK of 
the day, you are told that everyone partied 
too late last night, and the actors haven’t 
even shown up for makeup yet C’mon, 
guys, even CGWeditors are ready to go 
before mid-aftemoon! 

Some of DC’s sequences are interest- 
ing. But when you edit film or choose 
which camera angle to use, you are limit- 
ed to the decisions Spielberg would make; 
there are only so many FMV sequences 
you can include on CD-ROM, So, forget 
about doing any cool Alfred Hitchcock- 
style pans. The feeling is roughly equiva- 
lent to looking for the hot spots in a linear 
adventure game; if you’re into that at the 
expense of more rewarding gameplay, you 
might have some fun. 

And whatever pretensions movies might 
have to being art, tlxy are certainly about 
having fun — and about storytelling, 
Mogul is way out in front of DC on both 
counts, because it makes you believe that 
you really are a hotshot 
Hollywood executive making 
multimillion-dollar decisions. 
DC, for all its flasli, never really 
puts you inside tlie liead of a 
big-time director, and it’s often 
tedious to boot. From Spielberg, 
who crafts timeless films — and 
who also loves to play computer 
games — we deserve better. So, 
wliether you're a movie buff, or 
just want a different, clever strat- 
egy game, pass on the fluff of 
Director’s Chair and buy a 
ticket for HomwoOD 
Mogul— one of tlie true 
sleepers of this gaming year. % 






Price: $40 
Minimum System 
Requirements: 486/33, 
Windows 3.1 or better, 
8MB RAM, 10MB hard- 
disk space, SVGA 
graphics, 2x CD-ROM, 
mouse; supports 
Windows-compatible 
sound cards. 
Multiplayer support: 
None. 

Designer: Carey 
DeVuono 

Publisher: Hollywood 
Mogul Co. 

P.O. Box 867149 
(800) 228-7449 
www.tiollywcod- 
mogul.com 
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management, economic trade, exploration, diplo- 
matic maneuvering and military conquest, this 
multi-faceted strategy game allows you to attempt 
what few in history have dared: unify the world 
under one leader! 

To achieve victory you must develop your 
country’s infrastructure through deft manipula- 
tion of delicate economic, diplomatic and military 
resources. Then, skillfully maneuver it to a posi- 
tion of dominance in the Council of Governors. 

Easy to say. Difficult to accomplish. 

Your Cabinet Ministers will, of course, offer 

varying amounts of advice. 


THE FINE ART OF 


CONQUERING 


THE WORLD 


I t’s one thing to create a working civilization, 
quite another to lead that civilization to 
world dominance. IMPERIALISM" inspires 
you to do both. Combining elements of resource 







Hn*nco offers 
4 iiniEs of Sii'cl 
@ S339 / (init. 
PurcJifisp |t units 


But ultimate control over the fate of your nation is 
yours and yours alone. However you handle it, the 
vigorous climb to the top of this earth-like world is 
a challenge with no equal! 


IMPERIALISM. 

The World is Within Your Grasp. 

www.imperialism.com 

Developed by Frog City. 

To Order: Visit your retailer or call 1 -800-23 
(USA & Canada) with Visa or MasterCard. 


IMPERIALISM Is a Iradentark ot Strategic Simulations. Inc. 
©1997 Strategic Simulations, Inc., n Mlndscage Company. 
All rights reserved. All other trademarks and 
registered trademarks are the properly of . 
their respective holders.' 
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guts to 
the smart 
strategiz 
the will to win- 
Ue dare you to 
sign up now! 


netWAR and Headland Digital Media are trademarks of Headland Digital Media, Inc. 


Your passport to the 
world wide battlefield 





...defending your PC with anti-virus weapons and vehicles. 




...building factories, fortresses, and spy 

cameras . 


:i 








...navigating through your own computer in 

rea i -time 

3D. 






...fighting ynur way through Levels based on 

vour own 

f i las 

and documents. ^ 


...seeking and destroying multiple viru=: strains. 


• ^ ...that a highly contagious virus 


infected your computer. 



Just remember: It's 


a game 


PC USER 


•STAR 


CIRCLE READER SERVICE #124 


Get ready for the most original game in years. Virus: The Game Lets you journey 
inside your computer to confront the infection eating away at your files. 

Travel through your graphic files in and see those graphics on the walls. Battle 
a Virus inside a .WAV file and hear the .WAV mixed in with the sounds of combat. Build 
an anti-virus module inside a text file and see the text aro'md you. 

Protect your Windows'" folder at all costs. If your graphic driver is infected, vour 
screen display will corrupt. And if your mouse driver is hit, you might lose control 
altogether. Frightening, isn't it? 


Coming Soon! 

Tel:(315) 393-6633 
Fax:(315) 393-1525 
To order, visit your retailer 
or call 1-800-447-1230. 

WWW .si r-tech. com 

Look for the Virus playable demo 
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his nionih, 
R&XD.Mt: fea- 
tures a list of 
CGlRaiid 
Ganicspots 
Most Influential 
Game 

Designers of all 
time. As our 
staffs mulled 
over the list, I brouglil up the name of a 
man who has never designed a single 
I’C game: Shigeru Miyamoto. Man}’ of 
you won’t know him. but be is japan’s 
greatest game designer and Nintendo’s 
ace in the hole in the next-generation- 
console battle. 1 le probably is the world’s 
best-selling game designer, with literally 
dozens of games to his credit and com- 
bined sales that total more than 100 mil- 
lion units, 'llic reason \ou don’t know 
him is that as Nintendos premier 
designer, he designs console games only. 

CONSOLES VS. COMPUTERS 

Now, before you old-timers get in an 
uproar and turn the page, consider this: 
I^C games don’t exist in a vacuum, and 
many PC dcvelo[5ers ]rlay and love con- 
sole games, james Phinney, one of 
StarCR/M'['’s designers, says, “At 
Blizzard, console games and arcade 
giimes have a big im])aet on w'hat w’c 
think is cool. I’ve akvays thought of tiiat 
as one of our strengths.” 

It’s no coincidence that the best 
game designers on the I’C have all 
played video games, especially 
Shigeru Mi}'amoto classics such as 
Maiuo 64. Lrckno gfZflda, Super 
N'Urk) Brothers, and Donkit 
Kong, hbr someone who has \el to 
design for the PC, Miyamoto has 
influenced the PC industry as few 
other designers have. 


Hero: Miyam 

A Tribute to One of the Greatest Game Designers of All 


ii Shigeru 
Miyamoto is 
the one 
person who 
could be 
considered a 
God of Game 

Design. 19 

-Tom Hail, 
cofounder of id 
Software and 
ION Storm 


GENESIS Donkey Kong put Nintendo and 
Miyamoto on the gaming map. 


A GORILLA NAMED DONKEY KONG 

Miyamoto’s first game was DONKE\’ 
Kong, which was released in 1981, at a 
time when video games were primitive. 
In games like ASIEROIDS and Space 
Invaders, you simply shot at an ever- 
increasing number of aliens on a never- 
changing screen. DONKi'A'KONG, 
tiiough, created a quiet revolution in the 
arcades because it gave you a human 
persona (a plumber named Mario), a 
leering adversar}’ (Donkey Kong), and 
a goal (the rescue of your girlfriend). 

Donkey Kong also employed the 
concept of levels: Once you defeated 
one level, }’ou mo\'ed onto a lolalK' 
new arena of ciiallcngcs. The chal- 
lenges weren't sliooting and killing, 
either, but defensive skills like iumping 
and dodging. Both Mario and Donkey 
Kong also iiad personality; Mario in 
the wa}' he ran and jumper!, and 
Donkey Kong in his chest-pounding 
tantrums. It all seems unspectacular 
now, l)ut in 1981, it w’as amazing. 

Tire effect on today’s designers, who 
w'ere then just kids or teens in tire arcades, 
is telling. Jordan Mechner— the designer 
of KYR-viEiKA (1984), Prince oi' Persia 


(1989), and Lvei'KxprI’SS— 
didn’t play a Mawo game until 
M\RI0 64; nc\'crtliclcss, Ik 
credits Miyamoto with in.spiratinn;'‘Both 
[KAR-\Il':t;\ and PRINCIi OE Pi' RSU] rclic-d 
on a rcscue-tlxi-princcss storyline, and 
DonkI'T Konc; was the first game that 
had the princess tlicme," Mcchner siiys 
that he ])iimpcd countless c|iu)rters into 
DonkI’^ Kong, and that his dream for 


years “was to create a computer g;)inc as 
goixl as an arcade game.” 

Miyamoto's early work influenced 
even the strategy side of PC 
game design. Brian Reynolds, the 
designer trf CiVil .f/AnoN 11. sa)'S, 
‘“nie Mario games are impres- 
sive in their genre for their depth 
of play and elegance of their sys- 
tem. [ grew' 11)5 ])la}'ing games 
like DonkI'T K(5\g. Part of the 
culture of WTiling games is 
remembering classics like fliat." 


ITS-A ME, MARIO Mario’s visage can inspire 
loathing in some PC enthusiasts, but not the 
open-minded game designers who try to emu- 
late Miyamoto's innate sense of what is tun. 


THE REST IS HISTORY 

Pour }’ears after DonkI'A' 
Kong. a[5peared, Mis'.imoto took 
his plumber and created lire 8-bil 
Nintendo flagsliip game. Super 
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Mario Broiurrs. 

You iill know it as tlic 
iVUitK) platfornier. 

Tliis was in 1985, 
before PitiNCE oi' 

Pl'.llSIA, before LoDE 
RiinN'ER, before 
']) ll-XDl-R. E\'er)' 
sitie-scroller created 
since then owes 
sonielliing to 
Miyamotos Siii^i'.R 
M/\rio Bitan iers or I^onki'A- Konc-. 

'llie rest is gaming liistory. Miyamoto 
soon designed tlic action i^PCi l,l'.Gl'.N'D 
of/klix which is still remembered as 
one of the greatest console llPOs ever. 
Zi'LOAiilso inspired Crystal Dynamics’ 
soon-to-be-released RPC, Blood 
Om 1 ';n: Leoacvoi’ Kmn. Miyamoto ba,s 
also created racing games like I'-Zero (a 
precursor to the P!a) Stalion hit 
Wii’EOin ) and the space combat shoot- 
er S’L'VR h^ox. /\nd he continues to ])ro- 
ducc such breathtaking titles as Si ii'ER 
M/\R)o 64 and Star Fox 64. 

'16m Ilail, who l)cl[>ed create 
Co.VLViAN'Di'iR K!:en and (Doom w-hen he 
was at id, and is now designing the RPC 
AWCI IRONOX at [ON Stonn, ,sa)s; 
“Shigem Miyamoto is the one person who 
could be considered a Cod of Game 
Design. Me h;is a com])!ete and utter 
grasp of exactly what is Tun.’ 1 Ic iinviilecl 
the side-scrolling platfomigiiine. I low 
amazing is that? How seminal a game 
could Surer Marjo 
64 be? 1 lis approach 
to design, with your 
coastant learning as 
y ou go, keeps tire 
experience fresh 
lliroughout the game. 

Its not just more lev- 
els— it’s whole new 
experiences that you 
are introduced to, 
new ways of doing 
things, which are tlx;n 
incorixrrated witlr 
your |5re\’ious know'l- 
edge in a kinetic, 
exciting combina- 
tion.” As for personal 
influence. Mall says. 


"Me definitely' has influ- 
enced my games from 
the start— CoM- 
MANDr.RKF.EN was 
Miyamoto-meets- 
Chuckjoncs. Me has 
lx;en so perxasive an 
influence and intro- 
duced such basic things 
to all of game design, it’s 
a wonder we’re not all 
paying him royalties!” 

Mali’s colleague, |ohn l^mero, co- 
designer of W(>1J'3D, Doom, and 
QUAKii, is naming the main character in 
his upcoming game, DaIK,A'1/\N/\, Miro 
Miyamoto, in honor of the man he cred- 
its as one of the most influential game 
designers of all time. 

MARIO’S LEGACY 

'loday', Shigem Miyamoto oversees 
game design among the \ arious design- 
ers at Nintendo. Mis newest Nintendo 64 
game, S’lAlt l''OX 64, is one game in 
w'hich he took an active design role. 'Tlic 
result is an amazing blend of ever- 
increasing action, cinema and drama, 
and personality- all hallmarks of a 
Miyamoto design. In S'lAit h’ox 64, you 
must battle through six w orlds to defeat a 
final boss on the planet Venom, but y ou 
have to choose from 15 total worlds to get 
to that goal. Mow’s that for replayability? 

S'lAR Fox 64 also has a cinematic 
quality that rivals that of the WiNG 


Commanders. As I played, I felt as if 1 
were part of a movie due to the con.staiit 
chatter bctw'ccn my wingmen, the 
seamless cut-scenes composed with tiie 
.same combat engine, and the incredible 
pacing of the action. 

As for personality', Star Fox 64 and 
Mario 64 brim witli it. 'Tlie way the 
characters move and talk, combined 
w'ith their attitudes, makes the game .so 
tlirce-dimen.sional that you really believe 
those arc characters from an alternate 
world inside your N64. 

'fix; ability to imbue works w'ith these 
qualities and make fliem something more 
than mere \'idco games is w'hat niany 
designers, on both the PC and console 
side, still strive for. E\'en when developers 
don’t directly emulate Miyamoto’s design, 
they sometimes use hi.s games as a bench- 
mark for their own design. Frederick 
Reynal (creator of Alont. IN 'll IE D/\RK) 
didn’t intentionally' [)ul elements of 
Zf:i.da and Mxrio 64 inlXviNSEN's 
ODi^Si'A; but the similarities began to 
manife.sl thcmsclves.‘‘We felt like ‘OK, 
w'eVc on the right track,’ because 
Miyamoto did similar things,” he say's. 

Undoubtedly, Miy'amoto has been 
influenced by other designers. I'm told he 
plays PC games quite a bit, though his 
l)iggest ins])iration is the gamer. My col- 
leagues at ECA'/lcII me that Miyamoto 
often .says, “Wdien I'm designing a game, 

1 think only of the gamer.” 

Miyamoto’s games arc every bit as 
influential today as they w'crc 
15 years ago. He still lias a lot 
of magic to impart on the 
gaming world, and with luck, 
we'll see more of it from him 
and from designers who con- 
tinue to be inspired by his 
work. Tom Hail .sums it up 
best: “Everyone has played 
Miyamoto games. His games 
are ubiquitous and wonderful, 
and I w'ish iie'd done himsdf 
so we could have even more. 
He's the single mo,st influential 
game designer on this planet,” 
Special Ihanh to Ivlectronie 
Gaming Monthly a/irt Video 
C^ainc,spot for background 
infommtion and artwork. *6 



THE GAMING FOX SwR Fox 64 illustrates the magic Miyamoto touch. 
With branching gameplay, drama, and personality, it isn’t just a fantas- 
tic game, it's an experience. 



ccw 


OCTOBER 1997 




Incuhalion is the latest chapter in Blue 
Byte's successful Bank isle saga. You 
must lead a squad of marines against the 
aggressive man-eating Scay’Ger on the 
planet Scayra, The missions in Incubation 
are quite different from those found in the 
traditional hex-based games. The battles 
are not fought in large open fields, but 
rather in the dark and complex industrial 
buildings of the colony Scay-Hallwa. 


You’ll need to rely on your tactical skills 
rather than strategic planning, as the fast 
paced action produces constantly 
changing conditions. For example: during 
a battle Scay'Ger might start dropping 
down from the ceiling, jumping out from 
behind closed doors or even coming up 
through the fioor! In the specially 
designed multi-player levels, death- 
matches against up to three other squads 
can be fought over the Internet, a LAN or 
via a play-by-mail system. 


Snap decisions are easily put into action 
with the intuitive user interface. The 
interl’ace allows you to stay focused on the 
task at hand instead of digging through 
the manual in the middle of a fight. Watch 
your orders being Ciutied-out from almost 
anywhere you can imagine with a frce- 
fioaling mouse-controlled camera. 


W hile gamers are drowning in a 
sea of real-time strategy clones, 
Blue Byte Software is offering a 
breath of fresh air with a unique 
new game - Incubation: Time is 
Ruiinin}’ Out. It’s an exciting and novel 
treatment of the classic turn-ba.sed strategy 
game that's sure to be a hit, because it's 
botii original and a blast to play. 


Enjoy amazing real-time 3D animation 
powered by the technologically advanced 
Charisma graphics engine! 


through a user-controlled camera 
with complete freedom! 

The wonderfully detailed 3D environment of 
Incuhalion is refreshingly different from the 
rather dull, flat terrain of other strategy 
games. Using the Extreme Assault 3D 
engine, the events in the game and actions of 
the charactens are ail fully animated giving 
them lifelike appearances and mannerisms. 


After experiencing liH-uhoiiun's fascinating 
gameplay and beautiful 3D graphics, I 
imagine we will sec a mass of Incuhalion 
clones in a year or so. My advice: Get the 
oriainal: it 's always better. 


INCUBATION INFORMATION 

Time is running out, so cull 
|. ( 800 ) 933-2983 
for your FREE playable demo. 

Mention source rode #INCEDCGW1 097 

Blue Byte Software, Inc. 

B70 E. Higgins Rond, Suite 143 
Schoumbucg, IL60173 
Phone: (800)933-2933 
Fax:(847)995-9956 

Available: Octaber 1997 


©199? 8lueB/lo Softwore, Im. 
All tights reseived. 
''ln(uba1bn"isotrG(lenHtikof 
Blue Byte Software, Inc 
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Nolico Ihc new ivjving flags, birds, 
airplanes and other background 
animations with up to 8 or_your 
friends over expanded 
internet play! 


Brace yourself for lighlening-fast redraws, main 
view in a window capability, and up to 8 additional 
"smart" camera views. 


TH.ART 

and the „ 

Science of 

Golf 

introducing the Links LS 1998 Edition. The 
forces of art and science have 
combined to produce a golf 
experience like never 
before. This new version 
of the Codie Award winning 
golf simulation is packed with 
over 25 new features! Here's just a few: 


Our course designers have given even 
more allcnlion to delail including new 
water reflections, improved textures 
and enhanced sky backgrounds. 


^ACCESS 


Phone Toll-Free 800.800.4880 • Fax 80 1 .359.2968 
Websltc-hllp://www. Accc5sSoflware.com 
Available for the PC 


I m 

*LinksLS 

^ d’ cu/lf/ori 
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Making It to 
the Show 

CGI/l/’s Roving Sports Columnist Checks Out the Action at 


T 


he sheer mag- 
nitude ofE3 
can be stag- 
gering to the 
uninitiated 
(like me). 'I'his 
year’s show in 
I Atlanta filled 
the Georgia 
Convention 
Center, the Georgia Dome, and the 
Infonim. Of course, everybody who's 
anybody in sports gaming was there, 
puffing about their latest creations, 
sometinies behind closed doors for 
competitive reasons. Don’t 
worry, though. CCtVpen- 
etrated E3’s veil of secrecy 
to bring you all the buzz 
about what to expect in 
sports gaming over the next 
few months. 


Bowl crew' against tlic 1932 Packers, and 
)ou're liable to find the MVP QB pulling 
double-duty as a linebacker. Ll'.C'.h'.NDS 
takes Riles changes into account as well. 
’Ihere were no hash marks in ’32, so if 
you’re tackled near the sideline, that’s 
where the ball is spotted for the next 
play, forcing you to u.se an unbalanced 
line. Your tight end may even wind up 
snapping the ball! Sec the Sneak 
Preview elsewhere in this issue for more 
on this promising release. 

Adding an air of mystery to the pro- 
ceedings, EA Sports had a pair of goril- 
las in Brooks Brothers suits providing 


BACK TO THE FUTURE 

Accolade privateK' 
screened an alpha version of 
L[LGENi‘)sFoai'BA[.i.’98 
that looked ver)' hot. 

/Mthough the plas'cr A1 had 
not been fully worked out, 
the game engine w'as 
smooth, and l-KCENDS’ 1 ^^^ 
time w'arp concept, which allo\\'s \ ou to 
pit teams from different eras (1932, 1950, 
1968, 1997) against each other, w-as just 
plain cool. For example, when a modern 
team pla)'S against an old-time club 
using 1932 mles, the rosters canirot 
exceed 20 players, hbrget the rampant 
specialization that’s so prevalent in 
today’s NFL. Pit Brett Favres Super 



BUT SERIOUSLY FOLKS EA Sports is looking to win the respect 
of the more serious football gamer this season with a more 
accurate statistical model and a play editor 


security at their display on the show' 
floor. A stretch l-lumVee limo painted in 
white, red, and blue scn'cd as an eye- 
catching centerpiece. Inside the 
I liiinmer, VIPs received .secret briefings 
on MAl‘)ni':N 98 and NHL98. In the 
jniblic display area, lv\ w-as show'ing 
NC/V\ l''oo mAi,i. 98, w'hieh uses a 
completely new gridiron engine. Perhaps 


the most e.xciling feature of NC/\A is the 
need to reemit new players as graduating 
seniors move on. EA also demoed 
/\NDRKm R.-\CtNG, a Win 95 release 
slated for this fall. 

MADDEN ABOUT YOU 

Of all the sports titles I saw at E3, 
how'ever, it was MADDEN 98 that blew 
me away. EA is moving M/\DDEN into 
sim territory, with more than 100 team 
and individual stats included. Designer 
Ric Neil pointed to improvements in Al, 
enhanced jdayer animations, Net multi- 
play. and an expanded playbook as fea- 
tures thatw'ill help Madden 
challenge Sierra’s FRONT Page 
line for the interest of the seri- 
ous football gamer. A neat fea- 
ture was the ability to employ a 
quarterback’s peripheral \ision 
to scan w'hether the defense was 
in zone or man coverage at the 
line of scrimmage. 

Madden Uni\'ersit)’ has also 
been upgraded from last year’s 
“Tliis is a football” simplicity, 
into a more advanced tutorial 
that links to the play editor so 
gamers can learn formations 
and tweak pla\s. Play creation 
has been .simplified with the 
addition of lines that show defenders’ 
keys in given alignments. Although it 
won’t happen this time around, Neil 
would like to add a career mode to 
Madden, perhaps even linking it to the 
NCAA game for a draft. Now that 
would be cool. 

ABC lnteracti\'e u'ill be back with 
Monday NiGi IT Footb,xll, as well as 


ii Of all the 
sports titles I 
saw at E3, it 
was Madden 98 
that blew me 

away. 99 
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You’re being spanked bigtime 


in deathmatch, dodging a barrage of 
rockets. What are you going to do... 

run and hide like a little kid 


frantically searching for the right key 9 
Get Real... Real 6 D... 5pace0rb 360! 



WWW. spaceorb.corn 


WORLD LEADER IN 6D MOTION CONTROL • COPYRIGHT 1997 




VISIT THE SPACETEC IMC WEB SITE: WWW.SPACETEC.COM 
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ICE CAPADES NHL PowERPLAY was one of the 
surprise hits of last year’s sports scene, and 
this year’s model, with full-3D polygonal players, 
should heat up the war with NHL 98. 


Hlroes OK I he Grioiron', their college football siin 
that vapor-locked in 1996. Both games use the MNF 
engine, which appears to have been enhanced over 
last year’s debut. If ABC can add iin])rovcd AI to the 
best play-design interface in the bu.sine,ss, thc,sc titles 
could be huge, 'Flieir excellent online .support w'ill be 
back, helping gamers find each other for matchups. 
ABC is also considering adding drafting and league 
elements to their Web site. 

HkroE-S will appeal to gridiron fans for its use of 
college all-time teams. Penn State fans, for example, 
could pair 70s horse John CaiJiDclIetti in a backfield 
with ’90s guy Ki-Jana Carter. 'I'hc MNF engine has 
also added local two-player action, and 1 had a 
chance to watch as Bob Gricse and I ynn Swann 
demoed this feature in a Dolphims-Steelers grudge 
match that had all the excitement of one of those 
mid-70s playoff lilts. Liter, 1 even collected an auto- 
graph from the l lall-of-Famers. “Can you make that 
to my, uh, cousin? 1 lis name’s Dennis, loo. Really!” 

NEWS WORTHY 

Over at Sierra’s massive .selui> in the Infoaim, 
Front Paoe producer Kate Kloos walked me through 
this )’ear’s lineu[). Its no secret that h’PS: h’ 00 'lB/\LL 
W'ill get only a minor facelift for '98. as the company 
retools fora cam[)lete football overhaul in the ’99 edi- 
tion. \Vith not much pigskin news, Kloos showed me 
an early version of FPS; Ski R\C1NC, due for release 
this fall, w hich we previewed in our /\ugust issue. 'I he 
ph)sics-based sim offers five different tvpcs of races on 
six worid-class ski resorts. Mullijjlaycr options include 
modem, LAN, and Internet play, and SKI RACING sup- 
ports 3Dfx and i^ndifion acceleration. 

Siena was also excited about I’l^; 'Ltoi’i u' RiM'tlls, a 
fishing sim based on tlic Troi’I D' Bass 2 engine that 
allows fly fisiximicn and spincasters to (k)j5 llieir lines in 
lire water. One of tlie coolest features of this gjiinc was 
its support for Microsofts upcoming Sidewinder Pro 
Force Feedback joystick. 'Ibis slick was ver)' much in 
evidence at E3, and from what 1 saw (and felt) it could 
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PLAYONLINE - 

Take on your friends via 
NETWORK OR MODEM. 

Log into the FREE XFire server 
for unsurpassed internet piay. 
Vaporize peopie from 
ALL OVER THE WORLD. 


4 PLAYSQl 

CHOOSE SIDES in an all-out 
for the future of an entire planet. 

CONTROL UP TO FOUR 
COMMANDOS as you rampage 
through level after level of carnage. 
ARM YOURSELF TO THE TEETH 
with weapons and powerups. 
BLAST hundreds of items 
into tiny pieces. 
Forge your way through 
TWO FULL CAMPAIGNS. 


Participate in TOURNAMENTS, 
TRADE items, DOWNLOAD new 
levels and graphics, or just engage 
in a fast and furious eight player 

FREE-FOR-ALL! 


lit 


To order, visit your retailer 
or cal! 1 800 447 1230 


XFire ''' is a registered trademark 
of Sir-tech Software, Inc. 


SllflECH 


Tei: (3151 393 6633 
Fax: 1315) 393 1525 
E-mail: webmaster@sir-tech.cDm 

www.sir-tech.com 
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be a major hit. Tlie tug of a fish on your line in 'ntoi’l lY 
Rivkrs sras deadmn. 

Speaking of Sierra, one question I'm often asked 
by gamers is “Will we ever see FPS: B.ASKKrBAM,?" 
As I indicated a few issues back, the answer is yes, it 
will appear sometime in 1998. A second source at 
Sierra confirmed this for me at E3. noting that the 
game company and the NBA were in negotiations 
that ver)' week. Interestingly enough, the game 
might not come from Dynamix, which has done the 
entire FRONT PAGE SpOR'IS line up until now. 

BOnOM OF THE NINTH 

Not all of the news at E3 w as as good. Accolade con- 
fided that tire holh’ anticipated 6 wus behind 

sclredule and might not ship until next sjrring. In other 
baseball sims, MN'll .sliowed a near-final \ ersion of 
MicroLeague B.'\SEa'\LL 6.0. It had the unmistakable 
look of a Da\e Holt design, and in fact uses tlie stat 
model from PRO Le\GUE B.vseb.\LL 97. Vk DOS- 
based sim will be Net-playable on Kali, and features 
good-looking rendered stadiums, motion-captured play- 
er animations, and \ariable camera angles. 




BERRY BERRY GOOD MICROSOFT Baseball 3D features 
some tmly jaw-dropping 3D graphics. However you'll 
need an accelerator card to play. 


Microsoft, jumping into gaming with both of Bill 
Gates’ billion-dollar feet, presented its upcoming 
Basf.bai.[. 3D, the first sports title that will require a 
3D accelerator for play. The version 1 saw' at F3 
looked great and had some cool features, including 
actual scans of players’ faces attached to the anima- 
tions. /\nd could there be any truth to the 1:3 rumor 
that Microsoft will he marketing its own accdcralor 
card when Basebai.1, 3D ships? 

Hockey fans can get ready to drop tlicir gloves over 
NHL 98 and PovillRI’l/W 98, brjth of w'hich were being 
previewed in Atlanta. ’Ihe pre-alpha NHL 98 had 
grapiiics to die for, but I couldn’t get hands-on time to 
play it myself Meanwhile, Powl'.Uli AV 98 was being 
screened under Virgins invitation-only lent, and looked 
much improved over last years dchul. Ixrok for it to give 
EA a real skate for its money'. % 




^.i^niice 
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Sky 
Warriors is 
an experi- 
ence you'll 
never forget, 
probably the 
closest a 
civilian can 
get to air 

combat. 99 


orgiinixation at www.microwings.com.) 
Our backseat safety pilots, who would 
take off, land, offer acKice, and keep us 
from doing anything stupid, were Mike 
“Fins” Finley, an A-IO veteran who flew 
over Iracj after Desert Storm; Steve 
“Clipper” Havas, whose 22,000+ flying 
hours included time in planes ranging 
from the F-89] to tlic F-i02 to the 
CBO; and Ed "Rolex" Britzius, with 
over 18,000 flying hours in craft ranging 
from the F-86D to the h''-I06. 

'Ihe experience of veteran pilots like 
l^lcx, who had flown low escort for U-2 
spy planes during the Cuban missile cri- 
sis, builds confidence in the safety of the 
Slc}' Warriors experience. In addition to 
being briefed on how to handle the air- 
craft, w'c were also issued parachutes and 
versed in basic bailout procedures, llius 
far, the Sky Warriors aircraft have per- 
ff>micci an ec|ual number of takeoffs and 
landings; the parachutes, ha[3))ily, lia\'e 
yet to be needed. 

Inns led our combal briefing, Ne\ er 
mind our sim-based knowledge of 

***Continued on pg 302 
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Atlanta-based Sky Warriors (www.sly- 
waniors.com) during June’s Fj show'. 
Microsoft invited dozens of jouniaii.sts 
to tr)' its upcoming multiplayer 
FigiitI'R Ace sim (www.zone.com) by 
participating in a tournament in w'hieh 
the best pilots in the virtual .skies would 
get an opportunity to try their hands at 
combat in the real skies, Wien all w'as 
.said and done, three of the lop four 
slots had gone to CGlFsim wTiters, 
W'ith dbm “Tliunk” Basham in first 
place, Robin “Sandman” Kim in sec- 
ond, and yours truly. Dcnns''‘Mitty" 
Atkin, in fourth. W'e’d proven we were 
experts in the simulations realm, but 
how would we fare at the real thing? 

BRIEFING 

We arrived bright and early tor our 
preflight briefing. Our sortie would 
involve three 1-34A Mentor Iraitiers. 
'Ihunk had flowTi the day before, so 
Sandman and I were joined by Robert 
“Wings” MacKay of MicroWngs. (If 
you have any interest in civilian sints. 
be sure to check out this useful 


an 

expert sim 
pilot. As flight 
simulations 
have gro\s'n 
more sophisti- 
cated, .so have 
your piloting 
skills. You’re 
just waiting 
for the day when you’re sitting in the 
cattle class of a United 737 and the 
flight attendant comes on the intercom 
and asks if there’s anyone back there 
who can fly the plane. Finally, your 
chance to show off your skills! 

Of course, there are easier w'ays to try 
your hand at the real thing. Man)' local 
aiqjort FBOs offer introductory flights 
for only $35, where you can spend a 
half-hour or more at the controls of a 
small plane and get a taste of flying. 
Check out www.beapilot.com for more 
information and a list of FBOs near you. 
If you’ve never flown in a small |>li)ne, 
even a relatively staid ride in a Cessna 
152 should prove exciting. 

But if you want to dive in headfirst, 
you can skip the basics and go straight 
to the air combat. A number of journal- 
ists got a chance to do just that at 


A few years back, Electronic 
Arts released SffAl.’f’FAM.a 
squad-level combat game based 
on jungle warfare in Southeast 
Asia that was so realistic it had to 
be categorized as a “soldier sim- 
ulation,” Now Jane's Combat 
Simulations is ihiiiking of doing 
a modern-technology .sequel. 
Interested gamers can send sug- 
gestions on what they'd like to 
see in a modem version to jhar- 
ris@ea.com. 
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Sim vs. Reality 




Sky Warriors Brings an Ace PC Pilot Down to Earth 


I have been an avid flight sini 
player for more than 10 
years, but until Sky Warriors 
1 had never even been inside 
the cockpit of a real airplane. 
Despite this total lackof rcal- 
worid experience, 1 was fairly 
confident I would know 
exactl)’ what 1 was doing 
once I took the controls. 
Further, ! actually harbored fantasies of 
progressing so rapidly through the exer- 
cises that 1 would be able to move onto 
scenarios nonnally reserved for subse- 
quent sessions, 'lb say that my extreme 
excitement had clouded my judgment 
would be a laughable lindersfatement. 

In the end, after both the T-M and my 
high-flying expectations were brought 
safely back down to earth, 1 had accom- 
plished no more than any topical Sky 
Warriors first-timer. Fortunately, this did 
not stop me from having far more fun 
than I'd thought possible and, in the 
process, gaining some insights into the 
similarities and differences between PC 
flight simulations and real-world flying. 


CONTROL COMPLEX 

Although the feel and placement of 
the flight controls in the Mentor do not 
match nw' PC’s [leripherals, 1 quick!)' 
adapted to them because I knew' how' 
they w orked, Sims like Air WARittOR 
and Fi.!Gi i f UNl,lMriT;D had taught me 
how to fine,sse the stick, so straight and 
level foniiation flying w'as a .snap. 



M/Jkumom 


Maintaining position during a bank 
proved tougher, but was nonetheless 
manageabie (after a few false starts) 
once I got a handle on the .stick’s feed- 
back and its greater sensitivity in pitch 
than in roll. 

Only in hindsight did I realize how 
close to my expectations the 'I’-Bd’s 


“flight model” really 
W'as. It exhibited the 
same fluid, well- 



i• 


damped feel 1 look for 
in a good PC sim. Even 
the accelerated stall I \ ' 

accidentally entered 
while pulling hard for a shot at Denny 
played out just as 1 would have expect- 
ed: My turn rate suddenly dropped to 
zero as the ]5lane started shaking, but 
picked ip right where it left off once 1 
eased off the stick enough to recover. It 
W'as a heartening vindication that the 
standards I use for judging flight mod- 
els — which were previously based only 
on sim experience, readings, films, and 
talks with pilots— jibed reasonably 
w'ell w'ith reality. 


MIND OVER BODY 

Once we got into tlie mock dogfights, 
my mind felt right at home, while my 
body stniggled to keep up. As considera- 
tions of relative energy states, positional 
advantage, and lead/lag/pure pursuit 
curves bounced around in my brain — 




Once we 
got into the 
mock dog- 
fights, my 
mind felt 
right at 
home, while 
my body 
struggled to 
keep up. 9f 
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exciclly as if 1 were [)iaying a WWll 
flight sim — the rest of me was 
deluged with unfamiliar stimuli. 
Actually feeling the hard rolls and 
Cs w'as an awesome experience. I 
was able to avoid blacking oul or 
getting tunnel vision under heavy 
loads by tensing my leg and 
abdominal muscles — practicing 
this while driving my ear the week 
before no longer seemed so silly. 
Ahis, the protestations of my stom- 
ach under negatis'e Gs had no 
corresponding remedy. I will never 
look at“ne^ic.s” in flight sims the 
same way again! 

While the tactics 1 picked up 
playing air-combat sims sers ed 
me well overall, my sim-flying 


experience did hinder me in a 
couple of ways, hirst, i initially 
had a tendency to focus loo much 
on my instruments (even when I 
had a bandit on my tail!) since 1 
rely .so heavily on them in sims. 
Steve “Clipper” I lavas, the pilot 
in the back seat, reminded me 
repeatedly to keep my head out of 
the cockpit. Second, I frequently 
underestimated the inertia of the 
plane in turns, causing me to roll 
out a few degrees beyond a 


perfect shot lineup. Clipper kept 
telling me when to start the roll, 
but 1 often waited a bit longer, 
thinking 1 knew better than the 
gny in back who had lens of thou- 
.sands of flight hours under his 
belt. I'A’cntually I learned better. 

I le also identified a flaw in my 
fighting style that had always 
plagued me in sim combat: I tend 
tf) fly aggressisely toward the ban- 
dit when 1 should head for a 
superior lag position at "the 
elbow” (dircetly behind the bandit 
and within weapons range). 

SITUATIONAL AWARENESS 

'Ihe mo.st surprising thing to 
me about dogfighting in a real 

plane was how easy it was 
to tell what was going on. 

1 always knew exactly 
which way I was looking. 
ba,scd on head orientation 
and peripheral vision, and 
had a belter feet for dis- 
tances, closure rates, and 
aspect angles than in any 
.sim 1 ha\'e played. 
Vi.sibilit\’down past the 
side of the nose during 
1 ligh ^b-Yos was excellent, 
about on par with 
W.vHBiRns, and superior 
to most jet sims with their 
screen-hogging 
instrument panels. Also, 
by simply leaning forward 
a few inches and twisting, 

I could easily look directly 
behind me. even with a 
five-point harness on. Looking 
around did get more difficult 
when loading up the Cs in a light 
turn, but then my neck muscles 
could be stronger. 

Sky Warriors was an experi- 
ence 1 will never forget. As a 
flighl-sim junkie, I was able to 
take away from it not only some 
priceless memories, but a new- 
found aijprecialion for just how 
realistic sims have become. And 
they will only gel belter. 



BRIEF INTERLUDE Veteran A-10 pilot Mike 
“Fins" Finley briefs us on lag pursuit. 

- 
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How Real 
Can You Get? 

After you finally get a taste of visual range 
dogfighting and examine how it compares to 
sims, an obvious question arises; How real- 
istic can PC air-combat sims ultimately 
become? Flight and systems modeling clear- 
ly have the potential to be 100 percent accu- 
rate someday, and the feel conveyed by a 
good force feedback joystick, throttle, and 
rudder pedal combination can bring you sur- 
prisingly close to the real thing. "Seat of the 
pants" inputs, however, are impossible to 
simulate on a simple PC. Flying a sim is 
harder than it should be without this source 
of information, but most sim pilots eventually 
learn to use visual cues as substitutes tor 
these physical stimuli. I believe the limits of 
proficiency for this can approach reality, but 
only it sim designers help gamers make this 
translation by providing easy access to key 
data such as airspeed and aircraft attitude. 

The biggest disadvantage of PC flight sims 
is the comparatively poor situational aware- 
ness they provide with their cockpit view sys- 
tems. SV6A-graphics resolutions degrade 
visual acuity and peripheral vision, and cost- 
effective VR headsets are not yet available to 
do proper head tracking. It's currently 
impossible to give the kind of situational 
awareness you get in a real cockpit. 

Sim designers (and gamers) seem divided 
into two camps along a familiar line; form 
versus function. Those who emphasize a 
realistic look tend to rely on "virtual cockpit" 
panning views, while those who focus on 
giving the gamer a realistic amount of infor- 
mation are willing to accept a more artificial 
appearance, such as in Air Warrior’s large 
set of overlapping, wide-angle fixed views 
(shamelessly duplicated in Warbiros, Fighter 
Squadron, and Jane’s F-15). 

The hope is that one day, increasing 
screen resolutions and continued innovation 
will bring the two sides together in a system 
that not only looks real, but also provides a 
realistic field of view, well-defined images 
that indicate target facing and closure rates 
at realistic distances, a means to communi- 
cate precisely in which direction you’re look- 
ing, and a simple and intuitive way to search 
for and track targets. 




Uncover the mysteries of an advanced civilization in this epic game of adventure. 
Breathtaking visuals. Exotic locations. Plot twists and intrigue. All to be found in Atlantis. 
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SIMULATION/SPACE 


DENNY ATKIN 




niyperfonnance fora first-time forma- 
tion pilot, apparently I’d learned a bit of 
jo)'Stick finesse in ail niy years of sim fly- 
ing. Tlie most surprising thing was how 
much easier it u’as to fly in \'cr)' tight for- 
mation than in combat spread. 


FIGHT'S ON! 

Once we reached the exercise area, 
we flew in a trail fomiation, taking prac- 
tice shots. {For less experienced pilots, 
this guarantees some kill \ideo.) Each 1- 
34 is equipped with a laser and laser- 
detection de\ices. Pressing the jo}'stick 
tii^er fires the laser and plas’s a sampled 
machine-gun .sound. If you hit the other 
plane, a smoke s}stcm triggers and a kill 
siren plays in the target pilots headset to 
let him know he just died. 

After the practice, the fight was on. 
We took turns going one-on-one, stick- 
ing primarily to the 1 ligh and Lx)w Yo- 
Yos wed been trained in. '1 here’s not 
much of a vertical element in the first 
phase of Sky Warriors training, so we 
never got close to the 3,000 foot hard 
deck. Even with the gentle beginning 
sortie, combat was exhil- 
arating. Even the best 
.sim experience can’t 
match the adrenaline 
rush of pulling Gs as you 
slide in 600 feet behind 
another aircraft, press the 
trigger, and see the .sati.s- 
fying trail of smoke that 
signifies a kill. 

One big difference 
from sim flight was the 
use of the bod)' as a cue 
for staying in the plane’s performance 
eiu'clope. Ihe difference between 3 Gs 
and 4 Gs was quite jjronoiinced as ni)' 
bod)' was pressed back into the seat; 
and a slight tickle in the stick warned of 
accelerated .stalls when I pulled too 
hard into a turn. 

For about S700, you get a militar)- 
style briefing in combat tactics, approx- 
imately 1.25 hours of flight time, and a 
video of the experience with external, 
gunsight, and“hcro cam” views. It's an 
expensive experience, but it’s one 
)'ou’ll never forget. % 


>*>Contlnued from pg 298 
Immclmaiis, Split-Ss, and ot!K;r maneu- 
vers. We were going to start \vitli 11 k‘ 
basics — 1 ligh Yo-Yis, lead turns, and lag 
turns. 'I here were ik) bridscd egos— w lxin 
Ghuck Yeager flew Sky Warriors a fe\^' 
)ears back, Ik- had lo start at llic .same 
stage. 13esides, c\en tlie most ex]x:ricnced 
sim pilots will find tliat tlie plysical scasii- 
tions and situational avrareixss in a real 
plane add so much to tlxi equation that 
things wrirk ver)' cliffcrentl)’ fiom sim flying. 

THE WILD BLUE 

We .suited up, headed out to the flight 
line, and boarded our'r-34A.s. Despite 
the small size of the cx-military trainers, 
the cockpits were fairl)' roomy. 'Ihe bub- 
ble canojiies afforded a siijicrb \'iew' 
(canopy frames, so obtrusive in games 
like Warbirds, can easily be looked 
around). Wlien you fly with Sky 
Warriors, you control only the slick and 
rudder; after an c.xpen.sive incident with 
a blown engine a few yeare back, the 
group decided lo allow the safety pilot to 
Iiandle the throttle. 


After takeoff, we made a nont)'pical 
run over downtown Atlanta to fly fomia- 
tion with a banner-towing Super Gub. 
This proved quite challenging for the 
safety pilots, trying to fly clo.se formation 
at full flaps while theT-34.s hung on a 
stall so as not to leas e the full-throttle 
Super Cub in our trails. In our later fls- 
ing, we could maintain fonnation with 
\’cry small (0.5 to 1 inch) stick inputs; but 
(luring tliis low-speed mancmer, 1 could 
see the control stick mo\ ing through a 7- 
lo 8-inch range. 

After we broke off and cleaned up the 
airplane, the safely pilots put us in for- 
mation and pa.s.sed off the slicks to the 
front-seaters. Because it’s not glamorous 
(unlc,s.s the 'I hunderbirds or Blue Angels 
are doing it), fomiation flying is neglect- 
ed in most sims — S.-XBRl^ACE being the 
notable exception. Still, it’s extremely 
challenging and exciting in its own right. 
Hanging a few' feel off the wiiigtip of 
another T-34, you keep your eyes locked 
on your lead jilane while making .subtle 
adjustments w'illi the stick. If Rolex 
w'asn’l snow'ing me about tlie (|ualit)' of 


THREE VIEWS TO A KILL 

Each Sky Warrioi^ T-34 is equipped with three cameras: a gun camera, the “hero 
cam," and a forward-looking fisheye camera. 
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Hooey 

Why Games Should Not Try To Be Movies 


FMV Gnmeplay is slower and jerlder, and 
all for what? So you can see your oppo- 
nents OrHKlJ.0 disks flipped by some 
ham dressed up as Leonardo DaVInci? 

'Hie second category includes all die 
panics that exist solely as experiments in 
Tlie earliest was Vo^T-UR, which 
Phillips is still peddling, all these )’ears 
later, <is a PC CD-ROM. Here, )ou direct 
)our“tc!escope” to peer into jour choice 
of a few’ dozen windows in a liouse across 
the road. Wliich video scene pla)^ 
depends upon whicli window )ou choose. 

' Ihc most recent entr)' into diis catego- 
ry is Any levers A Pork in 'n iET/XLE, in 
which you have to click on icons superim- 
posed on video scenes to select which plot 
branch {tiiat is to say, which video scene) 
to v'isit next. Inside a given scene, there is 
no opportunit}’ to interact or, frankly, to do 
an)iliing at all. It’s like pressing Play on a 
rcallj' crummv’ VCR tliat contains a lousy, 
onc-minute-long videotape; then doing it 
again, and iigain, and again. 

THE SLICK AND THE DAD 

Wlicn I show my father some of the 
latest games, he never misses a chance 
to say,“[ lold you so.” And so he did. 
Carnes today often contain video 
sequences, and those sec[uences are sort 
of like movies. 'Ihe problem is that as 
movies, they are second-rate games, and 
as games, they arc second-rate movies. 

’I licre Is something to be said for tlie 
.second-rate, of course, ]3articiilariy in a 
medium’s earlv'jears. No one todry' com- 
pliments the camerawork or tlie writing in 
the average silent jjicturc, but we recog- 
nize that it was a plui.se the movie indastiy 
had to go through. Gaming will go 
tlimugh this phase and emerge the better 
for it. But, oh, how I wish it were over! I 
tliink even my father would agree that 
another 15 years is just too long to wait. % 


iilhe prob- 
lem with FMV 
games is that 
as movies, 
they are 
second-rate 
games, and 
as games, 
they are 
second-rate 

movies. 19 


in games tends to be a Wlio's Wlio of 
has-beens, never-weres, and never- 
gonna-bes. Sometimes a game surprises 
you with good casting, but then, some- 
times an airplane crash surprises you b)' 
yielding surv'iv'ors. But, the odds against 
that happening are enomious. 

But it’s not just the casts’ fault. Nor is 
it the amateurish dialogue, which 
gamers have trained themselves to 
ignore, or the wallowing in stereotype 
and cliche. (God save us from 
another 


TWO THUMBS DOWN 

Multimedia games have been with iis 
for several )ears now. ’flxi first one I 
remember was Da\' 1D Woi.iA Si-;c:r1':i' 
AcenI', by Dynamix, which intersj^ersed 
crude video cut-scenes in the cnidc action 
sequences. If you count animated cul- 
.scenes, you can stretch the definition to 
include the animated interludes between 
mazes in Pac-Man (and my comparison 
of lliis game to Da\’|]5 Woi.I'' irritates 
.some Dynamix folks even today). Pver 
since tlien, tlie quality of tlie video liiB 
been impiov'ing — in Icmis of frames-per- 
second and tlie like —but the games in 
which full-motion v'ideo is used arc still, by 
and large, dismal. 

For starters, filming video sequences 
for a game requires that j'ou hire actors, 
and the best actors generally go where 
the best money is. Except for a few 
slumming visionaries who have been 
willing to participate in a game for the 
hell of it, the dramatis personae featured 


h'MV game featuring a trench coat, a 
whiskey bottle, a voiceover, and a saxo- 
phone.) ’’Ihe thing that really makes 
FMV games dismal is that, as games, 
the)' are either utterly unimproved or 
actively’ worsened by the presence of 
the FMV sequences. 

Into the first category fall all the games 
that would play e.xaclly the same if you 
removed the FMV l lasbros new versions 
of Baiti-ESHIP and On IKIJ.0, for 
instance, or the enhanced version of 
SiiVlCriY, don’t benefit materially from 


I ome 15 years 
I ago, my father 
[ sat me on his 
knee and Siiid, 

[ “Son, ! kiww 
howyou enjoy 
those video 
I games ofyours, 
but you ain’t 
J seen irothing 
y-et. Tliink Pac-Man' is really something? 
One day video games won't be about a big 
dot eating little dots; tliey’ll have pictures of 
actual ]3eoplc moving around and doing 
tilings. It’ll be like a movie.” To w'hich I 
tes]X>nded,“No! You can’t make a game 
tliat w^'l It wouldn’t be any good!" 

And life being w hat it is, a thing of 
ironies and reversals, it has come to pass 
that wc were both right. 
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WluaHBM screens: 
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4 Race any of 17. prototype XCars. the latest eKperimental racing vehicles! 

4 Customize every aspect of your car’s periormance using the latest 
cutting-edge racing technology, then test drive your prototype. ^ 

4 EuperieOce hrilliaiit high res (SUGAl graphics at sustained frame rates. 

XGar is the most beautifuf and fastest racing game on the marketl ^ 

4 fncludes a library of reaf racing circuits and conceptuaf tracks. Vou can J 

race Lime Rock; the streets of Seattle nr around Mayan TemplesI ^ 

4 Generate real telemetry data on the high speed oval, skid pad or ' 
handling tracks to customize your car for optimum performance. 

4 The first true hard core racing simulation for euperienced racers, pmtmit 
Arcade Ullode for those who wont to learn to race like the Pros, 23 

4 Includes network and modem support for mutti-pfayer racing! 


1370 Piccaid Drive, Sulla 120 
'..■Rockville, MD 20050-4304 
OeSiiSdl 990-7502 • Fax: 301 926-8010 
■ . WebsHe: littp://vmw.belhsof|.com 

V j • mtoMixn 


XCarS.^ine®, BadfOog^ logfand Belhaitfa Sofhvorlls^ are tradim 
i^.'^hnoloBV LImlled. All ft^hls Reserved. Irademark^iopQt 


R<B ot Media TechiuAgfllnilted. Copyright® 1997 ^dla 
: or graphics ara4& property of their rese^hiejiMBers. 
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Send a chain letter 
on vour lunch hour 


i 



Play it on the World Wide Web 

gemstone.net/go/cgw1 1 



* 


You are not alone 


Dmitless as >>our imagination 



Join the most popular game online. Day or 
night, you'll find thousands of other players 
eager to quest for treasure, romance, magic, 
monsters and adventure. 

piay it right now 

Five minutes is all it takes to download the 
free software. Then the giant doors swing 
open into a fascinating fantasy world already 
alive, thriving and filled with new friends. 


GemStone III is a vast, MUD-style game 
specifically designed to bring thousands of 
players together in a continuously evolving 
adventure. The world inside GemStone III is 
so rich in inventions and possibilities, your 
game may never end. All you have to do 
is begin. 

0 Only $9.95 for a month of play. Try it 
T now and play FREE for your first 
two weeks. 
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I or years it 
I was easy to 
I deride 
I Microsoft’s 
i misguided 
forays into 
; the gaming 
field- 
aitlioiigli it 
I left you feel- 
ing strangely guilty, sort of like making 
fun of the Polish Air Force in WWIl. 
WTiile Mons'ier Truck M/\dnics.s and 
MiCROSorr Baskftbau. showed some 
impro\ ement, clunkers like Dtv\DLY 
Tidk made you wtrnder whether llie 
folks from Redmond had learned any 
lasting lessons. 

Of course, Microsoft is as determined 
as ever to dominate computer entertain- 
ment, just as they have productivity soft- 
ware, and they’ve continued to throw 
tlicir formidable resources at the prob- 
lem. One thing’s for sure, if anyone can 
afford to buy a clue in the computer- 
gaming industry, it’s Bill Gates. 


HOSTILE TAKEOVER? 

Once Windows 95 was e,stablishcd— 
albeit with a lot of pain— as fire new fron- 
tier in gaming platfonns, (he next item on 
the Microsoft agenda was to break into the 
lucrative strateg)' genre. 1 lowes'cr, instead 
of using internal development to try to 
compete with big guns like Westwood, 
Blizzard, SST, and MicroProsc, Microsoft 
wisely pursued free agents with a 
vengeance. Atomic Games, of course, 
signed first, and GlO-SR Gom[1\T did well 
enough to sire a sequel. Tlien Microsoft 
signed Ensemble Studios, which teamed 
up with a blast from the past, Bmcc 
Shelley (of R\]lro.-\I5 'IVcoon and Sid 
Ml- IKR’S ClVlLi/yinON fame), to produce 
Ack of EMPtRl-S, due this fall. To com- 
plete its three-pronged attack, Microsoft 
snapped up the rights to distribute SSG's 
Rt'ACt t FORn-tt- S'lARS 11, which updates 
the spaceploitation classic for modern 
processors and Windows 95. 

Of the three games, the one most like- 
ly to release first should be CLOSE 
Co.\lB.AT II, which appears to be on 


target for November. T he iroiiy is that 
despite the relatively short development 
time, Close Combat 11 will almost 
certainly be Atomic’s best game since 
Opeilyi'ion CruS/\DER {A\’aion Hill). 
Where the WORl .D Al' War system, in 
retrospect, seemed to be stuck in a hold- 
ing pattern after Cru.SADER, CLOSE 
Combat 11 vastly improves on the short- 
comings of its progenitor. 

'Hie Arnhem cam[)aign is much more 
vividly portrayed here than in Atomic’s 
previous MaRKET-C/\RDF.N (360 Fbcific). 
The graphics are nothing .short of superb: 
detailed road nets; multilasered buildings; 
new, crisp artwork for soldiers and tanks 
alike. What’s impressive is that the pretty- 
pictures don’t compromise the authentic 
feel of the battle. Everything is so perfect- 
ly placed that you hardly C|uestion the 
location of the dro]3 zones or the place- 
ment of the .snipers. 

Tlie psychological models for the indi- 
s'idual soldiers are back, but with some 
twists. Heroic feats have been added, and 
the entire command control system 


If anyone 
can afford to 
buy a clue in 
the computer 
gaming indus- 
try, it's Bill 
Gates, pp 


' A True 
Brainstorm? 

Ever wonder 
what hap- 
pened to the 
guys from 
QQP? A lot of 
them have 
j turned up at 
[Brainstorm 
[Entertain- 
[ment. Rod 
I Olsen is 



crafting an alternative to his 
Battles of the South Pacific, 
with the working title similar 
to Tokyo Express (as far as 
we know, Avalon Hill still 
owns the copyright to that 
one). Andrew Visscher, 
meanwhile, has nearly com- 
pleted another epic card 
game for Windows 95, tenta- 
tively titled Solitaire’s 
Empire— with over 200 
solitaire games! 


CEO Manny Granillo (designer 
of Dragon Lore and Legions) plans 
to hit the strategy market in a big 
way. The upcoming Platoon 
Leader covers smail-unit WWII 
conflict in a manner similar to 
SSI’s venerable Computer Ambush. 
It's playable in either traditional 
turn-based or initiative-based fash- 
ion, a la Over the Reich. In addi- 
tion to the psychological modeling 
that has become de rigueur in 
squad-level games since the 
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Tliis war isn’t just hell. It's ’TTr? 
liistory. Anti you'll i-x[>erience it D I 
as inner Ixirorr witli an iasight- III 
I'lil new oaili-fiitm ol' Mort bmib 
KunslliT paintings and all-new miili 
media inini-dncumentaries on tliemc 
weapons, and taitic-s ol tlic Civil War. 


How 'do., you outgun a great gain^.like 
Robert- E.-j-ec: Cinl HurltK'nerir?? With 
Civil iibr Gaierals II yot^’’ean now com- 
mand. ConredeVate 'dr-'llnion Armies. 
And you can put voursell' in the boots 
ol' Lcc,\Grant, or Sherman as you 
attempt fco rewrite hlstorw- 


Civil lliir Gcncroli II comes combat-rcady 
svith -K) IcgendoT)' battles i'rom iwih tlie 
Eastern and Western tlieataes. But if you 
want to wage vour own war.s, iw die map 
editor to create terrain, armies, and 
commanders. Then go online to test 
your cunning in bead-lo-head battles. 


TERRY COLEMAN 


commercial success of Close Combat, Platoon 
Leader also has a great deal of its own chrome, If 
you like Panzerfausts, for instance, 
you have four types from which to 
choose— provided that you have 
enough munitions points to spend. 

It’s a little too early to tell if the 

I fuzzy logic used for the Al will 
become the WWII version of Bigger 



Blue or just soggy lint, but at least the design 
team is trying a different tack. With plenty of 
famous scenarios {Remagen is pretty 
tense) and a distinct role-playing feel, 
this one looks like a real sleeper. 

Dark Comic images 

Coinciding with the release of MicroProse’s 
Guardians; Agents of Justice, Wildstorm 



battles. Fmally, there is an over- 
arching campaign that allow’s 
you to take the n)lc of the ])ara- 
troopers landing al Arnhem or 
the Allied forces tr)’ing to link up 
with them from the southwest. 
Tlirow in a good mix of 
historically plausible alternative 
scenarios, and you have one 
potentially great wargiime. 

It's wonderful that Atomic 
Game,s has foinul its creative 
.second wind, A.s Atomic and 
Microsoft continue to push 
each other, gamcr.s will only 


benefit. My only question is this; When 
docs this sy.stcm get translated to the 
North African desert? 


RISE AND FALL 

As you probably noticed from this 
month’s .sneak preview of ACFi OF 
Empires, this game is not just 
CiMl.lZXnON with a real-time twist. 
'Ihere are some similarities, but Age OF 
Empires has its owm distinctive style. 
Focusing on the ancient world — and 
pulling it off — is a stroke of genius, 
because all of the other games that have 
tried to simulate this time period, e\'cn • 


seems more fluid and less predictable 
than before. The new, im[)roved inter- 
face lets you move around more quickly 
to issue orders. Best of all, thcrcs finally 
a zoom function, so you can actually 
see the S\^GA-graphics soldiers under 
your command when }'Our C)’es get tired 
from playing until 3 a.m. 

Tliere are many more things 1 could 
compliment — not the least of which is 
the improved line-of-sight and field of 
fire implementation — but what I like 
most about Gl.OSE Gombat 11 has lit- 
tle to do with improvements in realism 
or technical issues. 

Mj’ big problem with tlie first Cl XISF, 
COMRATuus that it wasn't much of a 
game. And even w lien its considered a 
combat simulation, the concept didn't 
always work. Too often, CtXDSi': C(.TMB.-\'r 
ran under its own steam, as it didn’t seem 
to make any difference u'/wf decisions you 
made— hardly incentive for repla)'. 

ClXDSF. CoMB/\'l' 11, however, has a 
more interesting historical situation than 
its predecessor, which translates into bet- 
ter, more engaging scenarios. 'Ihe Al 
seems more adaptable, and thcrcs c\en a 
“design-your-own ” option for online 



Titanic. 

It’ s meant to te full of 
water. 


reserve your berth now at http://www.starshiptitanic.com 
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Granny noticed 

that things were getting, well, a little 
strange. Even her loyal sausage 
i could tell that something was wrong. 

I When she found out her family had 
I i been swallowed into space by the 
E Mad Rabbit, she decided that enough 
Kwas enough. No more games: it was 
Btime to kick some lupine butt. And 
eso this delirious but determined lady 
set out on the adventure of a lifetime. 


|r • Visit five planets and fourteen worlds in a 
huge, hilarious graphic adventure that spans 5 CDs. 


To order, visit your retailer or call 1 800 447 1230 


SIIITECH 


Tel: (315) 393 6633 Fax: (315) 393 1525 
E-mail; webmaster@sir'tech.com www.sir-tech.com 


~ • Solve scads of ingenious puzzles, each with its own 
illogical logic. Order leads to chaos, sense turns to nonsense, 
credible becomes... well, you get the drift. 

• Meet dozens of curious characters. Wander the reaches of 
inner space. Defy the laws of time and space. Go shopping 
with aliens. And be back in time for tea. 

You have to it to ni .-t'rl Ir it. 


CiRCI F RPAHFR <;FRUlCE.«19fi 


TERRY COLEMAN 



Comics will issue a graphic 
I novei featuring characters 
jfrom the game, it’s a natur- 
jal, given the dark nature of 
Ihe superhero world that 
; Steve Barcia and company 
I have created, No word yet 
Ion whether this will be a 

I solo collector's item or a continuing series, but given 


Wiidstorm’s history— particuiarly the online comic 
S/ege~our bet is that it will be anything but dull. 

If you’re interested in reiated gaming/comics items, 
you should check out WildStorms: The Expandable 
Super-Hero Collectible Card Game, by Aegis 
Entertainment, a.k.a. Wiidstorm. In addition to some 
ciever variations on the timeworn coliectibie-card 
theme, you’il find a iot of your favorite superheroes. 
Susan Storm-the Invisible Girl from the Fantastic 4— 


Avalon Hills ADWXN'CKD ClVILl'AMION, 
have had significant flaws. 

There arc a lot of nice touches in 
Ace or-' E mI’IRKS. I particularly like the 
fact that you can win economically as 
well as through comhat, so that play 
doesn’t degenerate into another C&C 
clone. Its certainly more suited for a 
quick game during lunch than is CtV, 
and the terrain editor is one of the best 
I’ve .seen this year. 

Wdicn I first saw Ace or-' EMi>im-;s 
months ago. I wa.sn’t particularly 
impressed. But Bruce Shelley and 
Ensemble Studios kept at it, and they 
have one of the freshest titles of the 
year. My main concern is how well the 
AI will hold up, since most gamers still 
play the majority of their games solo. If 
that isn’t a problem, and the dynamic 
differences between the various tribes 
are fleshed out in the final design, then 
this will be one of the contenders for 
best strategy game. 

Let me jjiit one minor to rest, houever. 
Bmce Shelley is nof the patron saint of 
turn-based gamers, any more than Sid 
Meier is. Keep in mind that Rmijioad 
Ti'COCN was real-time many years before 
it was the height of gaming fashion, and 
count yourselves lucky that Bmce can still 
|3ut his best de.sign pitch over the plate. So 
read the sneak [)rcview' already (grin)! 

MORE THAN MOO? 

i XMig before M'lS'IKK OE Orion was 
even a twinkle in Steve Barcia's eye. 

SSG almost single-handedly invented 
the space cxploration/expioilation genre 
with Riv\ci I EOR'll IE S'lARS. Eor )'cars, 
tlx: fans of this CCVEHall of i'amc 
game have clamored for a .sec[uel. It 
seems likely that Ri-'ACll I-ORTHE S'1/\RS 
II will debut on Window's 95 sometime in 
late spring 1998. 



Cameplay looks to be similar 
to the original, in that you bal- 
ance economics, diplomacy, 
military force, and exploration. 

As with other gajncs of this 
type, you begin on a single 
world and branch out through 
the galaxy as fast as your 
research (and ner\'e) can take 
you. You’re probably thinking 
that you’ve heard this before. 

Currently, MOO II mles tlie 
gaming galaxy, and PaX Imperu 
looms large for tliis fall. Yet REACH FOR 
'!>IE S'lARS II is probably tlie closest thing 
Microsoft has to a sure hit. 


'Hie reason? Simply that Roger 
Keating does the best /M in the business. 
W^ith an extra year to improve on ihe 


Headcase and his 
Laidhach Loafers— music to mad 

ty on tke Starship Titanic. 
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Land, Air & Sea Combat 
That Spans the Globe! 


iL sT«TrWelcome to the Pacific, one of World 
f War IPs most magnificent battlefields. 

Welcome also, to PACIFIC GENERAL"' mum 
one of the world’s most magnificent strategy games! 

Built around a significantly modified 5-Siar Series'" 
game engine, PACIEIC GENERAL features a newly 
created naval combat iiiodel for high-seas realism. 
Campaigns and scenarios playable as Japanese 
, or American forces. True head-to-head play 
i via modem or network. And an all-inclusive 
Battle Generator that goes beyond war in the 
Pacific — it comes fully-loaded with maps 
and units from PANZER GENERAL’ 
and ALLIED general:' 


su-ify ^ , ' 
ijaii3i‘[ii.s!Ji|j 




Imagine the possibilities! 




TO ORDER; Visit your retailer 
-or call 1-800-234-3088. 
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SOLOMON iSLA^ 
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TERRY COLEHAH 


looks a bit too Kate Moss-like for me, but she’s a 
powerful character in the game nonetheless. 

Stormy Weather 

Seems the Marines won’t be hitting the beaches 
just yet: Interactive Magic’s Semper Fi will be 
delayed past fall— perhaps even until February 
1998. In addition to the usual interface tweaking 



REACH FOR THE STARS II Bill Gates, tired of mling only Earth, 
expands his domain to include the entire galaxy. 


algorithms, Keating anci Co. \\'ill almost 
certainly pro\'icle a tougher computer 
opponent than that of MOO 1 1 or 
iMPLiiUA II. And if the multiplayer code 
we’ve seen inWAltl.OllDS 111 is any indi- 
cation, playing Riv\c:i] FOR nil'. S'l/ues II 
over the Internet could make you give 
up on MOO Us stodgy multiplayer 
mode forever. 

In any case, tlic space strateg)’ sub- 
genre should be wide open for Rl'ACI I 
TOR'Il IF S'li\RS II b\' tlx; time it releases. If 
this sequel is half as elegant and enticing 
as tlx: first, ma}ix’ e\en Charles rVdai will 
ha\e a science-fiction game he can enjo)'. 

just to note in [jassing: SSC continues 
to pay at least li[) scr\icc to the Macintosh. 
Right now; the official comment is that a 
Mac version of Rl:.\cii FOirn IF Stars II 
rsplanned. Microsoft had no comment 
whatsoever on this subject, so draw your 
own conclusions. 

DIVIDE & CONQUER 

Like any team w'ading successfully 
through the frcc-agent waters, Microsoft 
has benefited fiom a gamblers sense of 
good timing. Ri'V\cn FORTHF Stars II 
was one of three SSG games planix:d for 
release within a vear. Because Broderbund 
alread\-had\\^Rl.ORliS III, and SSI 
ended uj) with Dfcisat: BaitH'IS of 
WWII: Tl IF ARIiFNNtlS Oi'lT-'.NSA’F (see 


credit, quickly signed the real-time classic. 

Tlie timing of CtnSF, COMRAF 1 1 could 
hardly be better. Its ship date hits armind 
the same time as Bw/fr Gfnfrai, II. 


that all strategy games go through these days, it 
seems that the Al is undergoing a complete overhaul 
to ensure that it can handle the subtleties of combined 
arms. I wouldn’t worry too much, since the develop- 
ers, Stanley Associates, have shown that they’d rather 
take the time to do the game right— a policy that 
proved a major benefit to their last game, Wooden 
Ships & Iron Men (Avalon Hill). 


Giimens are likely to buy both, so that tliey 
can have a “serious” <7/?c/a‘'bcer & 
pret/els” w'urgame. Tliere isn’t ainihing 
that comes close to Agf OF EmpirI'‘,s, so 
M icrosoft has a big marketing edge in a 
gliitied real-time strateg)' season. 

Gonspiracy theorists will no doubt 
liken Microsoft’s upcoming gaming suc- 
cess to the ad\ ent of fluoridated water, 
mass Iwpnosis, and orbital mind-control 
lasers. But I can’t see mvself losing sleep 
o\ cr Bill Gates’ impending conquest of 
the strategy gaming genre. Maybe after 
a few months of playing Glose 
Gomb.at 11, Agf of Empires, and 
Reach forttte St/\rs II until 3 a.m., 

I’ll slop to consider the implications. % 



Titanic. 

Luxury. Style. Elegance. 
And a parrot. 



reserve your berth now at http://www.starshlptltanic.com 
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m^S EDGE 


Your Source for Ruthless Strategies, Tips, Cheats, and Hacks 


by Thierry Nguyen 


O kay, Kurt, saving the Earth from llie 
Stream Riders is going to be a liard 
task. To aid you, I've written this docu- 
ment. It includes; details on some 
weapons not covered in the original 
manual; intelligence and tips for 
minecrawlers four and five in particu- 
lar (since one and two were already 
covered, and three isn’t so hard); 
detailed methods of killing the drivers 
of the third, fourth, and fifth minecrawler; and a guide 
to killing Gunter in the final battle. I didn’t cover 
Gunters homeworld because it is prett)' straightfor- 
ward, and the hardest part is the actual match with 
Gunter. Let’s start with the weapons. 
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MDK 

The World's Most Complete Kitling Manual 


WEAPONS EVALUATION . 


The Whites of Their Eyes 

Your basic sniper bullet is quite useful, as it deals decent damage and 
comes in unlimited quantities. Tbe first upgrade is tlie homing bullet, 
which tracks whatever was under the cross hairs when you fired. Tbis is 
effective for targeting those snipers that slay in one place to aim and 
tlien move. TTieir main disadvantage is tlieir less-than-stellar turning 
.speed, so don’t expect tlrem to go around comers eveiy time. 

The next upgrade is the sniper grenade. Since it explodes, it’s use- 
ful for times when you can’t get a precise shot; the explosion is sure 
to hit something. It’s also good for tightly packed groups. Tliis also 
conies in a homing version, making it even more lethal. 

Tlien comes the mortar, which is harder to use becau.se it 
bounces and employs a timer. Its hard to hit .someone directly with 
it, since the bouncing makes it a bit unpredictable, and the timer 
means the blast is delayed. But, if you’re on an elevated platfomi 
overiooking enemies, its good to send down a shower of them. Since 
it doesn’t explode right away, you can try to bounce it around cor- 
ners and use it as a makeshift camera. 

Finally comes the Bones Airstrike. This is best for siiturating immo- 
bile groups of enemies or generators. Since Bones takes a while to get 


tlx;rc, even slow-moving largcLs, like tanks, might have moved before 
ho arrives. Save Bones for aliens in trenches or turrcLs, or for a cluster of 
generators, and it will cut clown on tlie enemies )ou have to fece. 

Up Close and Personal 

’’Ilic weapons not covered in clejTth in the manual arc the 
’^Ihumpcr and thc'lwistcr. 'i he Tliumper is a large hammer that 
causes a small earthquake, wliich disorients and damages your 
opponents. But it can damage )’ou as well, so the best advice is to 
jump around with the [jarachute once you trigger it. 

Tlie Tvister is something lotall)' new, and is a great arca-cffcct 
weapon. It simply creates a tornado of energ)' that .s]Tins out rays in 
various directions, which in turn damage all enemies in the general 
area. ’^Hie gnints will ijc killed while the larger ones will be badly 
hurt. Sav'e this weapon for crowded areas, and then pick off an\' 
stra^lers that survive the onslaught. 


LEVEL TRICKS 


Snowboards Away! 

'IIk; hardest part about the fourtli minecrawler is tiie snowboarding 
sequence. Make sure )ou weave from side to side and slow' down. If 
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w LEAPS AND BOUNDS To reach the high door in ievei five, jump 
I from the tallest airlift here, in order to get the airtime needed. 


)t)u w-ant to get all the red bones for a po\Her-up, 
just press dow-n to apply the brake and slow 
yourself so ^ou can weave to the bone. \Vfx;n 
you need to fight enemies on snowboards, just 
weave left and right in order to avoid their fire. 
And whenever you see a higher ])latfonn, jump 
to it. Tlie platfomis hold “Groovies,” which will 
drop COW'S on the enemy turrets to clear jour 
path. If you don’t, you won’t be able to lake out 
the turrets because )our gun Isn’t up to lire task. 

Cars and Alarms 

Tire fiftli level has tliree main trouble spots; 
Tire area with tlic enormous door, tire tall build- 
ing with the cars scooting around, and the three 
lifts near tire end. For the gigantic door, you 
need to snipe, use tire Tliumper, and be nraircu- 
verable. On ground level, [rroceed to tire door 
oir tire right to get the Worlds Smallest Nuclear 
Fxplosiorr. There will be one inassKe guard at 
the dooi^ a\oid his fire, since one shot takes 
awa)’ twenty hitpoints. Then, from the doorway, 
snipe headshots at the two sleeping guards. 

Now, go out and proceed to the left doorw'ay 
Stand a ways from it, snipe the alanrr bot, and 
tlren snipe tire sleeping guards (if ^rou don’t get 
the alarm, you'll have to fight awake guard bots). 
Go up the ramp to the second level, kill tire geir- 
erators irear you, jump to tire otlxjr side, and 
grab that Tliumper. Two giairt robots will arrive, 
and thats wlren )tiu use tire Tlnirnpcr to sev ere- 
ly weaken them. Once they're weakerred, dis- 
patch tlrern and jump into the hole, kill two 
more of those big robots, and use the irukc orr 
the lock at the top of the door. 

hr tire area with the cars, first get rid of all tire 
enemies, their alarms, and tire drivers of tire cars. 


'lire cars tlreiriselves 
will be left behind, and 
can be nrewed forw'ard 
by shooting tlrern. 
Maneuver a car around 
until itgK'es)'outhe 
lieighl lojunrpontoa 
platfonn. Dosome 
platform hoppirrg until 
you get orrto tire rail, 
tlreir walk around. 
Don’t kill the driver of 
tlx; lorrc car on the rail 
yet. Mnd where you are 
.su[r]X)sed to jurrrp to, 
and wait llx;re for tlK* car. Kill llx; driver so that 
tire car is near tire jrlatfonrr you want to get to, 
otlrerw'ise, you'll have to nro\ e it arouird tire 
entire rail, and their move on. 

Finally, let’s diseuss the three lifts area. 
Once you’ve killed everyone in the area, 
jump from the stairs to the shortest lift (the 
one on the far right). Their, make your way 
to the tallest lift (on the left) by using the 
other two. Once you reach the tallest one, 
turn around, and parachute your way to the 
door on the other side. If done right, you will 
barely make it. The key is to start from the 
highest lift for more air time. 
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Safe In My Goldfish Bowl 

T he third minecraw'ler driver is one of the 
easiest ones (only the first driver is easier). 
This driver has heard about your previous 
exploits and has sealed himself in his own 
personal aquarium. Below him are four‘'dog 
generators," and the lid on his tank has four 
holes. Basically, you have to open the tank 
by undoing the four bolts in it. Tire bolls 
appear only as the driver spins the lid and 
charges his guns. 

First, dispatch the dogs that come out of 
the generator. Wlien the four bolts light up 
and start slowing down, switch to sniper mode 
(as the dogs should have been taken care of by 
then). Wail until the lid slops spinning, target 
one bolt in particular, and shoot. It should 
come off in a single shot. Then, swap out to 
nomral view and avoid the incoming fire. Just 
repeat this pattern— kill dogs, aim at bolt, 
shoot bolt, avoid laserfire— and yrou will suc- 
ceed in kilting this boss. 


Man the Sub Turrets! 

Technically' Sjjeaking, tlrere is no real driver 
for tlic fourth minecrawler. The fourth mine- 
crawler is controlled by some of the smarter 
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nlicas inside ii .siil)ini)rine, so w hen sou clciir out 
tlx; sub, tlx: iniiictrawier cc«ise.s to exist. 

1b get into the sub you have to dispatch 
two annoving'charging snipers” first. Once 
you get rid of them, the enemy drops a tank 
on you. After destroying the tank, you’ll 
gain the Worlds Smallest Nuclear 
Explosion, which you use to open the subs 
hatch door. Then, you’ll .see one of the 
machines you ha\'e to destroy: a submarine 
turret. 'Rie alien inside is completely 
enea.sed in armor, .so a shot to his head 
u'on’t work, 'llic only opening is at the bot- 
tom of the turret, and the turret floats on 
top ofan airlift. All )ou have to do is ‘'deliv- 
er” some explosives to him. Avoid the 
explosive balls he chucks at you, and toss 



BIG APPETTTE Toss the “Gunter Snack” to distract Gunter and grab that nuke behind him. 




UPSY-DAI5Y Toss the grenade into the airlift in order to injure the tur- 
ret gunners for the fourth minecrawier. 


‘ MAN THE CANNONS Shoot these turrets off the dreadnought to get it 
off your back in the beginning and end of minecrawier five. 


grenades into that airlift. Tliey will go info the one hole that is 
open and injure him. It takes about tliree or four grenades to kill 
him. Proceed to the top of tlie submarine and destroy all the 
grunts and generators waiting for you. Hiis is wlicrc a decoy 
comes ill liandy. I'mally, follow tlic snowboarding sequence to the 
second turret, destroy him as you destroyed ihc first, and the suii- 
niarinc and minecrawier will be destroyed. 

Snipe That Dreadnought 

You’ll see Bones stning up and Gunter relaxing, but this isn’t 
where )’ou face him yet. Wlicn you get his attention by taking a [lot- 
shot at him, he closes his chamber and that dreadnought that has 
been hounding you .since the beginning of the level arrives. Just as 
\ou will have done earlier in the level, disable the ship by simply 
shooting off its turrets. 1’he dreadnought will fly by at a distance, 
w'hich is the perfect time to snipe awa\', since its shots take a while to 
reach you. Wlien it passes directly over you, it’s time to nin and 
dodge. The dreadnought repeats this pattern of‘‘fire from afar” and 
“close pass” so just pcrsei'cre and you will shoot it down, thus 
destroying the fifth and final minecrawier. 

Feed Me! 

Tour final, mano a mano fight with Gunter isn’t a fislfight, its a 
game of distraction and dodging, 1b free Bones, )'OU need to unlock 
his ropes by using Worid’s Smallest Nuclear Explo.sions. Yet the nuke 
is behind Gunter, who is simply too big and powerful for a frontal 
assault. Instead, juni]) on the button to conjure a "guntcr snack," 
pick it up and use it near Guntcr. Me will run to cat it. giving you a 
chance to slip by, pick up the nuke, and run to a working airlift to 
unlock a rope. Just repeat this process until Bones is free. Aside from 
Gunter’s one guard alien, the only real worry you have is taking too 
long (Guntcr will attack eventually). Avoid the both of them, free 
Bones, and then use Bones to finally kill Gunter once and for all. 
Tlicn, peace will finally be restored. % 



It*s Knisty*s Kind of 


Welcome to Springfieldl Enter a navigable 3D world of all things Simpsons. 
Go along with Homer as he stocks up on Duff Beer and Jerky King at the 
Kwik-E-Mart. Play games at the Noiseland Arcade or watch a flick at the 
Altec Theatre. With over 50 locations, an original cast recording and the 
outrageous humor of The Simpsons, Virtual Springfield will make you 
feel right at home. I 
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Just a few words from 
the original creators 
of Mechworrior' 
for the PC... 


©1 997 Sierra On-Line. All rights reserved. Other brands and product names are trademarks of their respective owners. 




...prepare yourself. 


EarthSiege^: Future Wars 
The battle begins this Christmas. 


See your local retailer for pre-order information. 

And visit the EarthSieg^ web page for o glimpse at whot awoits you: including video clips, screenshots, oudio files, behind 
the scenes materials end the chance to sign up as an exclusive Software Beta Tester, 


www.sierra.com/EarlhSiege3 
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History of 
the World 

How To Mold History in Your Own Image 

by Terry Coleman 

, urc, MlS'i'Uilv OF iHl'; World doesn’t quite measure up to 
I the inspired niuttiplayer d^mamics of tlie boardgaine on 
which it is based — mostly because there are no provisions 
for 1 AN or Inlemct play. Still, it offers strong Al opjjonents 
and imicli faster play. Plus, the computer relieves you of 
I those naming accounting headaches. With that in mind, 

I here are my Top 10 tips and advice on which empires to 
' [day— and which empires to avoid at all costs. 

The Victor Writes the History 

1. Every game should have six players, even if you have to fill out 
the ranhs with Al empire-builders. PhningBithfeweruill guarantee 
a faster finish, but since the computer version plays three to four limes 
faster than cardboard anj'W'ay, what’s the point? 

2. Should you play with seven players? No. ]ust because something is 
different on tlx: computer (the boiirdgame allows for only sixpla^ers), 
doesn't make it better, ^ou lose tlie element of nivster)' tliat occurs in those 
game.s wlien ik) one gels tlie Mongols— or gels stuck with tiie Khmers. 

3. Use my favorite game bug. One bug in the programming occa- 
sionally Ids you use the same disaster card twice on an opponent. 

Wbat a nice ])rol)lem to have. 


4. Slay away from the toriress option, lliis is important if you want 
a freewheeling game. 'Pilose w'lio desire more defensive-minded games 
should try Risk! 

5. Don't use the silly Preservation of Culture rule. \Mial little his- 
torical flasTir there is, is thereby lost. Worse, this channels play into too- 
jirediclaiile lines. Besides, you should ne\'er become loo attached to a 
iiionuiiieiit (see Number 3). 

6. Don’t fret over lost territory! 'flic game is designed so that empires 
rise and fall a[)propriatcK'. You can actual!}’ come from behind to win 
games — c\'cn if }'ou end one of the middle turns with zero pieces in 
play— because no one coasiders you a threat! 

7. it's bad to be the front-runner early on. It’s often better to pass on 
the Romans or Persians, so that you get better card picks later. 

8. Don't let anyone have a back-to-back turn. For example, sticking 
someone with Russia the Iasi turn is usually a good bet — unless they 
just \\'rap|>cd u[) the [ircvioiis turn with Sjiain or the Mughals. If so, that 
player would rack up all the points from last turn phislhe new turn. 1 
once saw' a tournament decided this way after five hours of tense play. 
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9. The game is usually won or lost by how 
you manage middle empires. 'FIiLs is so tnic, 
ciilhoiigli its alw'av’S tempting to save killer 
cards for (lie big empires, llie Portuguese arc 
tough with Naval Supremacy anct/or Ship 
Building, and e\'en the Chola benefit from a 
1reacher\’or Population Explosion card. 

10. Don't underestimate the joys o( email 
play. Mistory is the [jcrfect game to play a 
turn before breakfast, or between projects 
while at work. Be sure that you remember to 
send diplomatic messages to other jjlayers 
when you send off )our saved-gamc email file 
to the next opponent, llie computer version 
of HiS'I’ORY can’t match the hoardgame for 
player interaction, but with an honest effort at 
back-slabbing, deal-making, and abject whin- 
ing, it can still be a fun experience. 

The Top 10 Empires 


Power: 20 

The Scoop: This is the one Empire 
card you never trade away. If you are 
within 40 of the 
leader on the last 
turn and you get 
Britain, you have a 
good shot at win- 
ning. Having 
access to every 
ocean means that 
you can strike 
anywhere in the 
world. 

Tips; Keep a Civil Service or Population 
Explosion card for a couple of extra 
armies. Don’t worry about defense; once 
you've scored your points, no one can 
take them away from you. 



Power: 20 

The Scoop: While they have fewer 
pieces in play than the Romans, the 
Mongols have little quality opposi- 
tion, These awe-inspiring hordes can 
strike China, India, Asia, and even 
Europe, all the while racking up a 
huge amount of points. 

Tips: A Leader or Weaponry card is a 


must. You 
should also save 
a Treachery or 
Surprise Attack 
card to remove 
the Great Wall 
defense of China. 



Power: 25 

The Scoop: Why isn’t it Number 1? 
Simple: Rome comes to power too early 
in the game. Not 
only do you have 
potentially tough 
opposition from 
the Persians and 
the Macedo- 
nians, if you get 
this card, you’ll 
also probably be 
dead last to 
draw for empires 
for the rest of the game— a 
tremendous handicap. 

Tips: Double up your best military and 
technology cards: A Leader combined 
with Weaponry might bail you out. Do 
everything to score as many points as 
possible, otherwise you’re doomed. 


Us-' Q 
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Power: 18 

The Scoop: By the time the Arabs show 
up, the Middle East is usually devastated 
and open for domi- 
nance, as is 
Africa. Shoot for a 
presence in 
Europe and India 
as well, and place 
fleets carefully (the 
Red Sea), so that 
they will last extra 
turns. 

Tips: Be cliche; 

Revel in a Jihad celebration if you have 
the card. Otherwise, this versatile empire 
benefits from almost any event you play. 

li- Siiain 

Power: 15 

The Scoop: An oft-underrated empire 



that can really make hay in the penulti- 
mate epoch. 

Choose your beach- 
heads in the 
Americas well and 
you might keep 
them out of 
Britain's hands. 

Stick to the oceans 
rather than the 
seas. 

Tips: Save a Barbarian card to clear out 
territory that you can then walk into 
freely. Fanaticism is appropriate; mission- 
aries historically accompanied 
Conquistadors. 






15 




Power: 15 , 

The Scoop: Sort of the poor man's 
Arabs, this 
empire benefits 
from a power 
vacuum. Go for 
broke, especially 
in the Middle 
East and India. 

BetViffien 
Portugal, Spain, 
and the Mughals, 
it's likely your 
empire won't last out the turn. 

Tips: A better time for Naval Technology 
than a Leader card. Use Pestilence: 
Plague: and, especially, Black Death (only 
good during this epoch) to soften up 
your enemies. 


B 
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Power: 15 
The Scoop: Only 
getting 15 pieces 
makes you 
appreciate 
Alexander's 
genius all the 
more. Take the 
traditional route 
through Asia 
Minor toward 
India, but make sure to leave enough of 
the Persians to slow down the Romans. 
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Tips: A Leader is obvious, but Elite 
Troops are even better. The board should 
also be open enough to get mileage from 
the Allies card. 




Power: 15 
The Scoop: 

Though It often 
gets lost in the 
British wake, 

France Is a great 
empire with which 
to close. Go for 
presence in sever- 
al areas overall, 
and concentrate in 
one area for dominance, in order to max- 
imize your lesser amount of pieces. 

Tips: A Leader solves a lot of your 
problems. This is one of the few 
empires that benefits greatly from good 
defense; use Empires Fortify or any 
Kingdom card you have. 

19. 

Power 15 
The Scoop: 

Darius gets a bad 
rep because Alex 
toasted his 
empire. In 
Historv, Persia 
usually scores 
well, because it’s 
the first big 
empire. Problem 
is, getting this empire means that you 
might pick next-to-last for several turns. 
Tips: Since you’re stuck with it, stretch 
as far as possible. Don't waste a Leader: 
try Ship Building or anything that gives 
you extra armies. 


iz Han flmiasi? 

Power: 12 

The Scoop: The Han Dynasty, the best 
of a mediocre lot of Chinese Empires, 
tends to survive for longer than it 
deserves— a real sleeper, Total control 
of China is possible with additional 
armies. Otherwise, make sure to build 
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lots of fleets. 

IB Ik" a 

Tips: You can 

U \NOY.\\Si V 

generally keep a 



presence in 


China for a while. 

^.:r~ 

Build forts, use 

KJH-J 

the Engineering 

il2| ’’*‘c 

card if you have 

it, and pray for 
good dice. 


The Worst 5 Empires 


Power: 5 
The Scoop: These 
guys are beyond 
hopeless: It's 
tough to make any 
headway in either 
India or China; 
worse, you have to 
bum a fleet, leav- 
ing you with only 
four armies. Any 


Q 


momentum comes to a halt when you 
get stuck with this card. 

Tips: Try not to be in the lead during 
Epoch IV, so that someone other than 
you gets this card— even the Guptas 
are better. 


Power: 10 
The Scoop: This 
reflects the fact 
that before WWl, 
the U.S. was a 
hemispheric— not 
a world-power. 

The only reason 
this empire is 
preferable to the 
Khmers is that it 
has enough 
oomph to dominate North America, but 
even that’s not guaranteed. 

Tips: There is very little of use here. Your 
inability to sail across the oceans puts 
most goodies out of your reach. Deny 
points to your opponents through disas- 
ters: you’re in the spoiler role now. 



T. Inoas '{t, 



Power: 2 for each 
The Scoop: 

Getting this is 
actually not as 
bad as in the 
boardgame, 
because you can 
dominate either 
North or South 
America. 

Tips: Don’t waste 
time with forts; they won’t hold up 
against the Spanish, French, and British. 
Allies or Civil Service can keep this card 
from being a total disaster 



Sir-vans 


Power: 5 

The Scoop: The only Epoch I empire 
without a capital, it suffers from a rel- 
atively high army 
count as well— 
without really 
having enough 
clout to make a 
difference. 

Tips: Always pass 
this to your worst 
enemy. If you 
have it. don’t 
waste any cards; save them for some- 
thing better. 



Power: 7 
The Scoop: With 
no capital and 
pinned between 
the Han Dynasty 
and the Romans, 
these guys badly 
want to be 
Mongols when 
they grow up. 

Tips: Anything to 
spread yourself 
around the map— Kingdom, Crusades, 
Civil War Empires Revive— is a good idea, 
because once the Romans and Sassanids 
pass through, you'll be dust. % 
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STRATEGY & TIPS 


Shadows Over Riva 

Follow Scorpia’s Tall As She Makes Her l/l/ay Through SIr-Tech’s Massive RPG 



by Scorpia 

HAl^OWS OWR Rl\'/V the third game in Sir- 
'lechs RE'UAIS of Ark\NI/V series, is a long 
game that should keep you busy for a while. 

The best way to get tlirougli it is with your 
ouTi party, which you can create or import 
from ST/\R IZRAIL, Creating your own parly 
takes lime, but will give )’ou better results 
overall than letting the computer do all the 
work. Always do level gain points yourself, 
too. You absolutely must have at least two, 

[preferably three, spellcasters with good values in 
Kiilminictus for the final combat, /\nylhing less is likely to 
mean disaster here, as your figiiting characters will be of 
little use (except as buffers). 

It's My Party 

My best team consisted of a magicienne, two fighters, a 
dwarf, a Green Elf, and a Sylvan Elf. Tliat gave a good 
combination of hitting power and magic, and elves, with their bows, 
are deadly shots. 

Rogues are mostly useless; their main worth is lock-picking, and a 
dw'arf (a far better fighter) can be brought up in lock-picking just as 
w ell. Take a dwarf instead of a rogue to make life easier. None of the 
other classes seem especially worthwhile, although a couple of druid 
spells (Evil Eye and Dance) can be useful. 1 low'ever, druids aren’t 
much good in melee combat, and I consider it better (especially if 
you’re not familiar with the Arkania system) to have another fighter 
instead of a druid. 

The best spells to have among your mages are Fulminictus, 
Lightning, Paralysis, Somnigravis, Evil Eye, Horriphobus, Balm of 
Roond, Pure & Clear, and Rest the Body. Other helpful S[jetls are 
DestRictibo (for destroying evil books), Banish Spirits, Transversalis, 
/XnaVze, Penetrating, and Saiother. 

The important nonfighling skills arc Climbing (everyone). 
Stealth (everyone— one person should be very good at this), 
Swimming (everyone). Physical & Self Control (everyone). Hide 
(everyone). Treat Wounds/Disease/Poison (one or two characters in 
each category). Herb Lore (one person; five is a high enough rating 
here). Danger Sense & Perception (one person should be very 
good at these). Haggle (one character with high charisma). Tactics 
(everyone, especially fighters), and Streetwise (one person, should 
also have a high Stealth skill). 


All characters should have at least one combat skill, and fighters — 
naturally — should be brought up in several. In tlie end game, you will 
have to fight barehanded for a while, so put a point in Hand To Hand 
each level gain. Also get points into eitlier Edged or Pointed weapons in 
preparation for tire last section (it will be a w'hile before swordlike 
weapons are found there). For much of Ri\'A, swords are lire best 
weapons, so be sure your fighters are good in sword skills. Elves, of 
course, should work on missile weapons. Wlren going uj) levels, a magi- 
cian-type should always exchange the spell attempts for extra astral 
points. Wlien doing tlie split between life and astral for all spellcasters, 
put tlie majority of points in astral, but always get one or h\o into life. 

Since most of the action takes place in and around a city, you don’t 
have to worry much about food. A couple of rations and a waterskin 
will see you through the entire game; don’t fill up on those things. 
Wlien sleeping to regain hit points and astral points, take the cheapest 
rooms and sleep as long as necessary. Do several day’s in a row, then 
eat something. You get better results with uninterrupted rest. 
Expensive rooms heal you faster, but with six or seven in the party, 
your money can disappear ([uickly. In most cases, you can always take 
as long as you need to rest ip at an inn. 

Combat Tips 

All combat scenes take a long lime to get through, even for a well- 
equipped, experienced group, so be patient. In many fights, the party 
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will be oiitnuinbereci by ihe enemy, and delay- 
ing tactics are vital to surviving. 

Casting Lightning and Somnigravis in the 
first couple of rounds is important. Elves are 
especially good with Somnigravis and can 
(with high skill) keep opponents snoozing 
through much of the fight. The only difficul- 
ty is remembering which ones have been 
put to sleep; attacking a sleeping opponent 
will wake it up again. Obviously, this is 
sometliing to be avoided! 

Tr)' to keep jour fighters from becoming 
surrounded. If that happens, knock out one or 
two enemies with spells as soon as possible. 

Try to position your spellcasters and elves in 
tlie rear, but where they have good diagonal 
lines for casting spells and using bows (the 
diagonal doesn’t have to be exact, but there 
must be a clear path to the target). Mages in 
particular should have their full eight move- 
ment points available during combat. 

If things are going badly, don't wait for the 
inevitable. Restore to a previous save and try 
again, or avoid the combat (if possible) until 
your party is better equipped or has 
advanced in level. 

Early on, you have the chance to add 
'Ihorgrimm to your party as an NPC com- 
panion. He is an excellent fighter and can be 
helpful in mam’ tough combats. The down- 
side is that he shares in the experience awards, 
thereby giving less to your own people. If you 
have Tliorgrimm with jou whenever possible, 
it will cost you a level gain for vour cliaractcrs. 
Tliis is something to think about, as you’ll only 
get about a maximum of three levels by the 
time you’re into the endgame. 

Exploring Riva 

Riva is too big to give a lot of detail in a sin- 
gle article, so the rest of (he column just hits 
some of the main points of the dungeons and 
areas in the game. 

Before you start tire main line (triggered by 
talking to Tarik in the Harbour Maid 'lavem), 
you may w'ant to build up your party a bit, 
both in experience and ecjuipment. You can 
do this by avoiding the Tavern for a w'hile, and 
doing a few other things instead. 

First, clean up the cemetery (see the 
Priestess in the Firun lemple). Under the 
gravevard, you reall)’ onK’ have to fight one 
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golem (easy pickings with the Lightning spell). 
If the other combats down there are too 
tough, leave them for later; the undead aren’t 
going anywhere (heh!). 

In (he main combat aboveground, against 
the Heshthot, be aware that ordinaiv w'eapon.s 
don’t affect them. Use Fiilminictus spells on 
the demons and have your fighters go after 
the Dniid when he appears in a round or so. 

Will (hat taken care of, ) on can go out the 
south gale to visit the tin}’ wilderness, and help 
Stipen graduate from the Mages Academy. All 
riddle answers are in the immediate area; you 
don’t have to lea\’e the outdoors to find the 
locations to blow the horn. Sa\’e first, as 
Stipen fails after three mistakes. 

Dwarven Mines: All fights on Level 1 are 
optional. Be especiall}' careful of the large 
Ore group in the dining room. Entr}’to I,evcl 
2 is immediately south of where \ ou enter the 
mines. On Level 2, 
you must fight the 
Ore group in the big 
room to proceed. 

Search to tire left and 
right past this room 
to find a couple of 
magic swords (the 
only magic weapons 
in the game). Level 3 
is one long corridor 
that is full of traps. 

Tlie character with 
the best perception 
should be in the lead; 
expect (o take dam- 
age an}’way. Examine 


W'alis along the 
w’a\’ for magic 
nines }our magi- 
cian can translate. 
'Ilic demon can 
be hit onlv by 
magic \veapons 
and spells (good 
old I'ulminictus 
again). Manresh 
and his friends arc 
an eas}’ fight. 
Destro}’ the 
demon book 
before lea\'ing. 

S6Wers: Open after speaking to Tarik. 
Make one (rip below to see the ratcatcher and 
the monster. On \’our second \'isit, an NPC 
briefly joins your party. Tiic sewers are mainh’ 
safe, except for one grate area where \’Ou 
(optionall}') fight guards. \Mien sou go to 
Level 3 to kill the monster, (hat will be the 
only encounter in that area. Wlioever opens 
the chest behind the mirror should eat some 
antilwpnoticuni first. 

Magician’s Tower: Lx:vcl 1 has only one 
encounter with bandits. Unfortunatelv, you 
must Icas'c someone behind at the elevator for 
the rest of the tower sequence (do not lca\'c 
} our lock-]3icker; sou will need him). Level 2 
contains man}’ fights against imdcad; vou will 
need their diamond eyes to open doors. Get 
(he four words from the dog statues before 
dcstros’ing them. Ixwel 3 is fairh’ safe, but be 
war}’ of illusionar}’ halls leading to unpleasant 



SHlATEeY & TBPS; SHADOWS OVER RIVA 


GAMER’S EDGE 




consequences. Tlic only fights here are witli 
the magician and witii Pergor tlie shapeshifter. 
You can destroy Pergor completely on Level 4 
by putting together the magical mosaic (this is 
the only way to get rid of him). 

Piratss: Detach the character with the 
best Stealth/Strcetwisc skills. 71iis person 
should knock on the door and follow the 
pirate. Once you see where he has gone, 
rejoin the group and go in there. 

Brida of Winds: Tire object is to get off 
the ship. You have only one hour to do this. 
An.s\s’cring the Sea Fairy's riddles will gain you 
an e.vtra half hour. Combats and room 
.searches are optional. 

Hunted as Murderers: You can travel 
around via the sewer system to avoid guards. 
Merchants will still buj' and sell with you. A 
]3arty with good Stealth and Midc skills can 
usuallv avoid encounters on the streets. 

Fortress: You must free the mages before 
daw'n (go after sunset, get out before sunrise). 
Go through this area carefully, but try' to avoid 
loo many unnecessary combats. Start by 
going south and around from where \ ou enter 
to find the torture room, and go up the stairs to 
trigger the beginning of the rescue (there is, of 
course, much more to do after that). 

Harbor Basin: See the King of the Nix 
(not ba.sketba!l players, hch!). Be sure noth- 
ing happens to Ziorka w'hile she’s in the party 
(she is quite useless, by the way). Walk 
around different places until you spot a Nix 
acting in a stealthy manner and follow' him. 
Short blade weapons such as da^ers work 
best against the plant. 

Even Star: Take 

off the lead shoes to 
float u]) to the door 
inside. Use the glow' 
w'and and prisms to 
o|>cn the doors, \\4ien 
you get to the water 
clementals, keep 
everyone back and 
send your best fighter 
to the one at the chest. 

'ITiis is the key critter; 
killing him disperses 
all the monsters. After 
opening the chest, 
return to the Nix King. 


End Game: 

Nasty, nasty', nasty 
You go in naked and 
unarmed. Get some 
stones from the pile 
w'here y'ou enter for 
later use. Mo\'c 
around carefully 
daw'n here. One fight 
against a single wonn 
gets you an e^; you 
need this, so take it 
with you. Some 
branches elsew'here 
can be made intcj slingshots for your Elves to 
u.se as niksile weapons, 'nial’s after you fight 
the spider (check the walls). You can also find 
some mushrooms that heal and restore astral 
points; use them sparingly, lliere arc two 
main fights on this level; the really' big one is at 
the entrance to Level 2. 'Iliis (aside from 
Quccnie) is the toughest combat in the hill. 

Two Illusions on Level 2: Detach y'our 
most courageous person to cross both the fire 
w'all and tire coqjse pit, then bring the rest o\ er 
and join up. Go along very' carefully down here 
to avoid combal.s (most fights can be av'oidcd). 
One room has a single wonn licking amber; kill 
him and take some for yourself. Tliis is more 
healing stuff. Tlie nastiest [>lace on tlie level is 
the illusion room, which \ou must pass 
through. Wliatcv'cr you face in here (situations 
arc random), the usual mlc is to always do what 
seems like tlie wrong or evil thing. 

Labyrinth: Just confusing, not danger- 
ous. There are no combats here (w'hcw!), 


MUCH MORE THAN A SEWER RAT Descend into the sewers and get 
rid of that big bad water dragon. Again, combat is the same as before. 


UNDER THE SEA... While the basic engine is the same, at least this 
time you have cooler locations to go to, such as the sunken ship 
Even Sta^ shown here. 


You will have to make a roundabout journey 
from your starting point to the exit in the 
southwest comer of the maze. Your automap 
won’t be of much help. Take your time and 
be patient. 

Secret Doors: A flower flute (you'll 
have to make one) w'ill get you Ihroiigb. 

After taking out the fake Queen (this is very 
obvious, as the fight is much loo easy), keep 
going. But go slow. A short w-ay along, you 
will have to fight mirror images of the party. 
Tliis can be very tough, as it has to be done 
quickly. Best hcl; Send your magician on 
alone, and lake out the doppelgiinger with 
Paraly'sis or Salothcr. 

The Queen: Get your fighters up to the 
front of the group as quickly' as j)ossihlc to face 
her. Tlicy won't do niiich (or, more likely, any) 
damage to her, but she will be too distracted to 
cast her own spells. Let loose with Imlniin- 
ictus and hope for the best. Good kick! 

Tliat’s about it for now. In the meantime, if 
you need help with an adventure game, you 
can reach me in all the usual way's. Until next 
time, hapjjy advcnluring! % 

How to Reach Scorpia 

World Wide Web: Scorpia’s Domain 
I at wvm.scorpia.com 
! Email: scorpia@scorpia.com 
U.S. Mail: (enclose a self-addressed, 
stamped envelope if you live in the 
United States); 

Scorpia 
PO Box 338 
Grade Station 
New York, NY 10028 
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Marble Drop 

W ith a scarcity’ of good puzzle games for the 
summer, tliis gime still attracts a lot of 
attention with its challenging puzzles. Wliile not as 
hard as tlie invisible puzzle, ThabitlbnQuimais 
harder to pronounce. In using tire following solu- 
tion, keep in mind that you should follow the 
sequence exactly, and be sure to let each marble 
drop as far as possible before dropping tlw next 
marble in tlic sequence. 




MDK 

T hese cheat codes could be useful in 
your upcoming battle with Gunter. 
Make sure you use the right cheat for tlie 

Codes for unpatcfied final 
North American executabte: 

makemefull Health 
masterblaster Gatt powemp 
twistandshout Twister powerup 
biggrenade Homing sniper grenade 
486willbeslow Lets 486 machines run 


right version of your game, and remember 
that each cheat works only once per Ics'el, 
so save that code until you really need it. 

Codes for a// patches: 

ineedabiggun Super Chain Gun powerup 
holokurtisfun Dummy poweatp 
nastyshotthanks Homing sniper grenade 
tornadoaway Twister powerup 
486ok Lets 486 machines run 


Cariviageddon 

N o one is going to accuse this game of being a racing simulation, but it docs 
nuxlcl some automotive aspects surprisingly well. For instance, if you try to 
use the handbrake as your main brake, you’ll trash your car. Instead, use the hand- 
brake for tackling tough comers. 

If you hold llie handbrake, the vvheelspin, a direction key, and accelerate buttons logellier, 
then release llie liandbrake, you can spin 
your car around in a circle on the spot— 
rather handy in car-to-car duels. 

As far as checkpoints are concerned; 

You do liave to hit them in the correct 
order; you c/ou’f have to follow the sug- 
gested green patks. Drive aggressively! 


Marble Drop Solution: 

6. Left 

blue 

1. Left 

steet(or erange) 

7. Right 

red 

2. Right 

orange 

8. Uft 

orange 

3. Right 

red 

9. Uft 

violet 

4. Uft 


10. Right 

blue 

5. Uft 

biue 

11. Left 

red 
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Stralegy/Wargames 


Dun geon Keeper 

T here are many mysteries in Bullfrog’s DuNCliON Keeper, but few 
as darkly shrouded as the Temple sacrifice. The fetid w'aters of 
the Temple pools accept all offerings, but the gods are a fickle lot, 
and onl)' certain crea- 
tures — and combinations 
of creatures— will please 
them. Here’s a list of sacri- 
ficial combos that are sure 
to reap rewards...and a few 
that surely won’t. 





The Ardennes O fee nsike 

W hen the computer calculates the combat algorithms, the 
two most important factors are tactical advantage and 
divisional integrity. Since any defending unit gels an automatic 
four-column odds shift, the only way to overcome this advan- 
tage is to attack from several hexes. Keep in mind that division- 
al integrity bonuses vary 
with each division and 
are further modified by 
the number of adjacent 
units actually attacking. A 
crack SS division, or the 
famous U.S. Big Red 
One, packs a lot more 
punch than an ad hoc 
1944 Wehrmacht formation. 

Wien you attack, remember that the initial odds shown represent 
only one attacking unit. To call in all available support, just hit the 
MAX button on the tactical display. If you are in an obvious oi'etkill 
situation, don’t waste firepower: “Turn off” units jou don’t need in 
this particular attack until you reach optimal odds 



Simulations/Space 



Privateer 2: The Darkening 

Cheat Codes* for space flight; 

1. Type AII'M to get to the navigation screen 

2. Type F 

3. Type one of the following codes, then press Enlen 

Codes 

NO TALENT Invincibility 
REP ME UP Repairs 'weapons, shields 
PETY PETY Refills afterburner fuel 
CHILL OUT Cools down lasers 

NAPALM Unlimited nukes 

'these codes last until }vu land again 


Warbir ds 

ow that 1-Magic Online's Warbirds, a 
free download from www.icigames. 
com, supports free head-to-head play, 
many sim pilots are trying it for the first 
time. Because its realistic flight modeling 
can keep some pilots who trained on older 
sims stuck on the ground, we’re including 
the following primer. 

TakOON! Warbirds planes propedy model 
engine torque, and many pilots find them- 
selves careening into the control tower when 
th^' b}' to take off. First, apply entire power 
slowly. Then, if you find your ]3iane pulling to 
the left, simply apply right nidder using the 
keyboard, mdder pedals, or, if you have a 
Sidewinder joystick, by twisting tlie stick to 
the right If you don’t have i>edak,you can 
cheat a bit and use lire automatic trim system 
to straighten the planes fli^it patli — just hit 
X to engage tlie automatic him system and 
then pull back on tlie stick to disengage it. 
Cruise! In tile air, you’ll also find your 
plane doesn't always want to follow a 



straight path. The following keys will trim 
yiDur plane for different cmise situations: 


xSet straight-and-level cruise 
CIrl-x Angle trim; keeps the plane at 
the current climb or dive angle 
All-x Speed trim; causes the plane to 
climb or dive to maintain current speed 

Just as in a real plane, trim is affected by 
speed. So if you set the trim for straight- 
and-level cruLse at 250 knots and then you 
firewall the throttle, ^iDur plane will pick up 
speed and start to climb. Simply hit X 
twice to disengage and reengage the trim 
for the new' speed. 









You're Dash Rendar ■ quick on 

THE TRIGGER OF A BLASTER. 


It's you and your tiny snowspeeder 

VERSUS A GIANT, IMPERIAL AT-AT. 


Speeder bike mode - fast-paced 

ACTION WITH a KICK START. 





‘AB=WARJ“' 


Enter Prince Xizor - the newest villain in the Star Wars 


|j][^ llll lilT Shadows of the Empire, you'll encounter 

U (ICCELEHHKIH ^ characters, 

vehicles and locations. With your 3D accelerator, it's a fast, sharp, colorful universe - so detailed, in fact, you 


can see the trigger of a blaster. Enter the fray in 5 gameplay modes; ground shooter, space combat, 


speeder bike, jet pack and snowspeeder - all in an effort to protect Luke from the evil clutches 
of Xizor • a face of evil so dark, you'll only Find him in the shadows. UlUllil.lyCdSOriS.COIl] 


Auihoiizallon. Star Wsis and Itie LucasArls logo are regisleied trademarks, and Shadows ol Ihe Empire is a trademark ol Lucaslllm lid. 


0. TM S £ 1997 Lucaslllm Ud. All Rights Reserved. 
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Don*t blink. It can sense movement 



(c) 1997 ORIGIN Systems. Inc. Origin s a trademark or re^siered liademark ol Origin Syslems. Iik. and We Build Sims by Ihe Book is a Irademark or regisiered trademark o1 Eleciron'ic Arts In tfte U.S. and'or other countries. Al rights reserved. Jane's 
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Nocturnal by design, the Longbow 

INSTINCTIVELY BLENDS INTO THE NIGHT, 
STRIKING FROH THE SHADOWS. PREPARE FOR 
THE NEXT GENERATION OF 1996 'S SlHUUTION 
OF THE Year; Longbow 2, Ifherse yourself 

IN A COWLEIE COMBAT EXPERIENCE AT THE 
CONTROLS OF A LoNGBOW GUNSHIP, KlOWA 
SCOUT, OR BlACKHAWK TRANSPORT (CAN YOU 
SAY,,. DOOR GUNNER?), TAKE OFF FAST 
WITH INTERACTIVE TUTORIALS AND UNLIMITED 
INSTANT ACTION MISSIONS, THE TWO DYNAMIC 
CAMPAIGN ENVIRONMENTS MAKE FOR 
UNPARALLELED REPLAY VALUE. AND YOU WON'T 
MEED TO FLY ALONE WITH A FULL COMPLEMENT 
OF MULTIPUYER MODES. THE PHOTO-REALISTIC 
GRAPHIC DETAIL - 8 TIMES AS SHARP AS 
THE ORIGINAL - MAKES THIS LOOK LIKE REAL 
WAR, Longbow 2. Clearly the host 

AUTHENTIC SlHUUTION YOU CAN PUY WITHOUT 
HIGH-LEVa GOVERNMENT CLEARANCE. 



ol Ja.'ies Intofmalion Group Ud. Jane's Cwrtiat Stmilawns is an Eleciromc Ans Brand. 
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• Play to win. 

• Subscribe ^ 

to save. s 

Here’s the move 
that’ll biow’em away: 
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'MAM 


lame All-Stars 

'Ick the Best in 
ail. BaskeQiail, 
eball & Hockey 


■ V n£F«littf X-COBI ' 

Uall ’ ™ 

1-800-827-4450 

And grab the rock-bottom rate 
other gamers would virtually die for! 




FREE PRODUCT INFORMATION 


W 


IT’S AS EASY AS1, 


2,3 


1. Fill in yoor name and address and check off 2. Circle the niimbets or the card that correspond to 3. The literature will be mailed to you from 
your answers to Ihe seven researcli questions, the ads or arlicles you'd like more information about. the advertiser Ireeol charge. 


CIRCLE FOR FREE INFORMATION 
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i.wiiallsiheliighesi level oleducalli 
yoacoppleled? (Check one only) 

01. DSome high school or less 

OaioSome College or Technical schoo 
(M.D Graduated College 



montni} 

02. □ Plan to buy (6 months) 


S. Kow ollen do you usually buy computer games? 

(Check one onlyl 
Ot.DOnceaweek 

02. □ Once every two to three weeks 

03. □ Once a month 

04. □ Once every two to three months 

05. □ Once every (out to six months 

06. □ Once a year 



01 . Strategy 




02. War/Military 




03. Role Playing 




04. Brain Teasers 




05. Card 




06. Sport 




07. Action/Arcade 




03. Educalional 

09. Adventure 





Name 



CGW 10/97-4 

^ 1 

Title 

I 

Telephone 

^ I 

l 

Address 

- : ’ ■ J 

City 

^ ^ 

Slate 

Zip 

^ 1 


4. □ Please send me a one-year (1 2-Issue) subscription to Computer Gaming World for $27.94 
(U.S. price): all otner countries add S16.00 for additional postage. 


In a Hurry? Fax This Card To: 609-829-0692 
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63 
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" 
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64 

(DiscovervCommimicalions, Inc. 
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29 
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275 
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370 
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195-198 

295 
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48-49 
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16-17 

297 
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21-23 

247 
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365 
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254 
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81 
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273 
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274-275 

240 
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74 
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84 
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74 
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245 
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152-153 

67 
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258 
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ir 

■n-iQ 
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161 
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176 

?) 
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58-59 

151 

l.tncle|oiin's/\ttic 

Mail Order IVrxlncts 

542 

262 

Intcrplav' Prodnclioas. Inc. 

Die Bvthe Sword 

191-193 

384 
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Svsleni Cumnuinder 

248 

263 

lnlcn>liryDoductioii.s, Inc. 
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125-127 
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268-269 

' 
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1 andsof 1 om; Caiardiairs of Destiny 

84-85 

121 
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Scenario B 



THE iHs um TO wnma rm k xa bitoit ah hbhah HHnitT way niBH ma uty by l otemt bn to nai-Mn ni^ 

— contents of Box- 


This box makes it easy to play against live competition on the 
HEAT.NET internet game network-more importantly, it is the bus on 
the road to world peace! CyberDiversion Theory says, if we divert 
humankind's primal aggressive urges away from reality and onto the 
Internet, we can end real-life violence and create lasting peacell 
r.YRFRBULLETf: CAUSE NO PAIf^ 


No! F:ghl0' Scud: Industrial Evoluiron 


1) HEAT’“CD (allows you to log on to HEAT.NET where vrui ran 
play alrnost all of your multi-player PC CD-ROM titles, incluSi 
Quake:“ WarCraft ir" and Scud: Industrial Evolution!'") 

membership (earn frequent player points 
compete m tournaments, gain access to the latest game^ 
a month’s free internet access 

f a"Rgh“?-=™"=' Alien Race,- 

|5) HEAT T-shirt (show your solidai%^^h^^^^entl) 
gn tP HEAT, NET NOWI A I tFP 

r sT LiHb sAVFn 

iS THE AMStTE/fl 


LAT. rCATNer. N* are Alan Rai 


j 3 Itdjsvl EveUfft at 


r~ari39Rcb&nrA OeartDomaas 


www.johnsallic.com 

Meet John. He's a gaming fanotic, 
inventor and samething of a pack- 
rat. He's also got a little internet 
attic that's crammed to the rafters 
with computer & video games and 
accessories. All at prices that ore as 
low or better than any store or 
internet source. 


Buy your 

GAMES 

at the right price^ and get 'em quick! 



So, the next time you're wandering 
the net, stroll up the stairs to Uncle 
John's Attic. The floor boards may 
creak but the price ond selection ore 
always the best! If you're not on the 
web you can coll Uncle John direct at: 
1 - 800 - 397 - 7254 . 


Copyright 1996, Uncle John's Attic. All Rights Reserved. 



Save Time and Mony 
’^Ordering Games by Phone 


LuTt-ilfeiuryj; iJui)'! ' 
iilm'ji, i&JH ills ^sjiiss 
fjur luu'm'J fsr sr iijs 
s.fpsri silviss ysii iissi 
'Ms s fsw jjjjjiuisFis 
3iis{j ills sssnssss sjjiJ 

S^ipSTiSTiSSTJ SSiSSJJSS- |I 

jjIs in ills jjs^ss ST 
Uuwpuwf [Iwiiiii}! 

World’:; Ml DriJsr I'JisJI. 




I SEND US 4 GAMES FOR TRADE 
I ANDGETANADDITIONALSIO.OO 
I IN CREDIT WITH THIS COUPON 

I EXPIRES 9/31/97 


BUY 3 TITLES BY MAIL AND GET 
FREE SHIPPING ON YOUR ENTIRE 
ORDER! 

EXPIRES 9/31/97 
SEND US YOUR ORDER TODAY! 


THOUSANDS OF OTHER TITLES CALL NOW! 

TO BUY; Please Jill out your order ona regular piece of paper, include any prcviou.s or currcnl credit, total 
shipping charges and method of payment. We accept check/moncy ordcrs/crcdii cards. Please send telephone 
number. 

TO SELL: Please fill out a list of the games you arc sending, all games must include original retail box, all 
packing and original instructions. Send to above addrcs.s. All defective or unboxed games will be relumed at 
customer's expense. Please include your iclcphone number when buying or selling. 


CIRCLE READER SERVICE #151 


SHIPPING CHARGES SUM) FIRST TITLE $1.00 EA ADDITIONAL 
ALL PRICES GOOD THROUGH SEPTEMBER 3(1TH, 1997 
CIRCLE READER SERVICE #$R5 



CHIPS&BITSinc. 

POB 234 DEPT 10924 ROCHESTER, VT 05767 
INTI 802-767-3033 FAX 802-767-3382 


„ www.cdmag.com/chips.html 

Ordering or Call 1 - 800 - 699-4263 


Source Code 10924 


COMPUTER IjAIVIES: STRATEGY I 
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Steel Panthers 3 

11/97 

$43 

Age olSait 

NOW 

$42 

Close Combat 2 

NOW 

$44 

PT0 2 

NOW 

$34 

Steel Panthers 2 

NOW 

$29 

Aide de Camp 2 

12/97 

$44 

Close Combat 

NOW 

$38 

Pacific General 

NOW 

$43 

Sll Pnlhers Cmp 1-2eaN0W 

$15 

American Chnl War 

NOW 

S45 

CusiBis Last CommndNOW 

528 

Pacific Tide 

NOW 

$45 

TACOPS 

NOW 

$44 

BatUeol Butge 

03/96 

$42 

Oesve Battls ot WWI 

1 NOW 

$43 

Panzer Commander 

06/98 

$45 

Tank Resistance 2024 NOW 

$39 

Satilegrnd Antietam 

NOW 

$41 

Fitth Fleet 

NOW 

$39 

Panzer General 2 

NOW 

$42 

Third Reich 

NOW 

$39 

Saniegrnd Bulge 

NOW 

$28 

Fifth Fit Seen Mod 1 

NOW 

$19 

Panzerbliiz 

03/98 

$42 

Tigers on Prowl 2 

NOW 

$42 

Baltlegmd Suit Run 

NOW 

$42 

Great Battls AiexanderNOW 

$40 

RE Lee CW General 

NOW 

526 

V Victory BunOle 

NOW 

$26 

BaRlegmd Geitysbrg 

NOW 

$32 

Harpoon 97 

NOW 

$44 

SU-27 Eiecirnc Btield 10/98 

$46 

War ihc 

NOW 

$46 

Batiiegrnd Shiloh 

NOW 

$30 

Man olWar 

NOW 

$41 

Sid Meier's Qettysbrg NOW 

$46 

WargmeCS3w/CmpN0W 

$32 

BOARD GAMES 1 

ASLJatkdsota 

NOW 

$10 

Biackbeard 

NOW 

$27 

Fite In the East 

NOW 

$58 

Piercing ihe Reich 

NOW 

$29 

ASL Last Hurrah 

NOW 

$14 

Britannia 

NOW 

$19 

Geronlmo 

NOW 

$32 

Quebec 1759 

NOW 

$22 

A5L Leatherneck 

NOW 

$9 

Caesar Civil Wats 

NOW 

$36 

Gettysburg 

NOW 

$15 

Rail Baron 

NOW 

$19 

ASLSolo Rules 

NOW 

$29 

Car Wars Deluxe 

NOW 

$21 

Glory 

NOW 

$30 

Rats 

NOW 

$24 

Adv Civilization 

NOW 

$25 

ChancBllorsville 

NOW 

$34 

Go 

NOW 

$22 

Reb & Redcoat 2 

NOW 

$25 

Adv Squad Ldr 

NOW 

$38 

Circus Maximus 

NOW 

$11 

Grand Prix 

NOW 

$19 

Rise of Lultwalte 

NOW 

$19 

Adv Third Reich 

NOW 

$36 

Civilization 

NOW 

$29 

Great War at Sea 1 

NOW 

$32 

Risk 

NOW 

$27 

Age ol Renaisance 

NOW 

$42 

Colonial Oiplomcy 

NOW 

$42 

Hannibal 

NOW 

$32 

Robo Rally 

NOW 

$33 

Air Baron 

NOW 

$27 

Crisis Sinai 1973 

NOW 

$25 

Harpoon Box Set 

NOW 

$41 

Sam Grant 

NOW 

$42 


NOW 

$18 

D-Day 

NOW 

$16 

History ol World 

NOW 

$27 

Samurai Swords 

NOW 

$35 

Ancient Eiroires 

NOW 

$29 

Danger Zone 

NOW 

$25 

Hobbit Adveniute 

NOW 

529 

Setiieis of Catan 

NOW 

$39 

Army Heartland 

NOW 

$36 

Days ol Decision 2 

NOW 

$42 

Invasion Norv/ay 

NOW 

530 

Space Chess 30 

NOW 

$35 


NOW 

535 

Decision in France 

NOW 

$15 

Jena 

NOW 

536 

Squad Leader 

NOW 

$23 

Battle tar Germany 

NOW 

$12 

Deluxe Dlolomacy 

NOW 

$42 

Klngntakei 

NOW 

519 

Stralego 

NOW 

$14 

Battle lor N Africa 

NOW 

$32 


NOW 

$55 

Knlghtniare Chess 

NOW 

$13 

Texas Revolution 

NOW 

$18 

Battles FrgtthWar 

NOW 

$42 

Oiplorracy 

NOW 

$19 

Krieg! 

NOW 

532 

The '45 

NOW 

$25 

Battles of Alexandr 

NOW 

$33 

Dragon Lords 

NOW 

$29 

La Baiade Ligny 

NOW 

539 

Tracks loTellurlds 

NOW 

$42 

Batiiespace 

NOW 

$26 

Empire Builder 

NOW 

$25 

Longsiteei's Assit 

NOW 

$22 

Tralnsport Austria 

NOW 

St7 

Batlleiech 4ih Ed. 

NOW 

NOW 

$19 

$32 

Fed 8 Empire Olx 
Feudal 

NOW 

NOW 

$36 

SIB 

Lunch Money 
Panzerbliiz 2 

NOW 

NOW 

$15 

$25 

World In Flame Dik 
Zorndorl 

NOW 

NOW 

$90 

$36 





HINT BOOKS 





□ 

Age ot Empire 

NOW 

$16 

Earthsiege 3 

11/97 

$16 

McchwariiorO 

11/97 

$16 

SWAT 2 

11/97 

$16 

Agents ol Justice 

NOW 

$16 

Elder Scrolls 2 

NOW 

$13 

MIghi & Magic6 

NOW 

St6 

Slmcity 3000 

NOW 

$16 

Betrayal In Antara 

NOW 

$16 

F-22 Raptor 

NOW 

$18 

Myst 2: Riven 

NOW 

$16 

Siarcratt 

NOW 

$16 

Civiiizaiioh 2 

NOW 

$16 

Fallout 

NOW 

$16 

Myth 

11/97 

$16 

Steel Panihars 3 

11/97 

516 

Curse ot Monkey Isle 

NOW 

$16 

Heavy Gear 

11/97 

$18 

Pax Imperia 2 

NOW 

516 

Tomb Raiders 

11/97 

$10 

Dark Forces 2 OSG 

NOW 

$16 

Hexen 2 

NOW 

$16 

PopuldusS 

11/97 

$16 

Ultima 8 

NOW 

$16 

Dark Reign 

NOW 

$16 

King's Quest 6 

12/97 

$16 

Quake 

NOW 

$16 

Ultima Online 

NOW 

$16 

Death Trap Dungeon 

NOW 

$16 

Land Lore 2 

NOW 

$16 

Quest for Glory 5 

NOW 

$16 

War Wind 2 

11/97 

$16 

Diablo 

NOW 

$16 

Lords ol Magic 

NOW 

$16 

Rebellion 

NOW 

$16 

Warhammer2 

NOW 

$16 

Dominion 

NOW 

$16 

Mask ol Eternity 

12/97 

$15 

Red Baron 2 

NOW 

$16 

Warlords 3 

NOW 

$16 

Dungeon Keeper 

NOW 

$13 

Me ch commander 

11/97 

$16 

Return to Krondor 

11/97 

$16 

X-COM: ApDCalypse 

NOW 

$16 

COMPUTER GAMES: ARCADE 

□ 

1 COMPUTER GAMES: TRADITIONAL | 

3D U Poll Creep Ngm NOW 

536 

Jet Moto 

11/97 

$43 

Battleship 

NOW 

530 

MntyPythnMngol LleNOW 

$45 

3D U Phil Lost Cnlnl 

NOW 

$35 

Last Bronx 

11/97 

$43 

Boggle 

NOW 

528 

Monopoly Star Wan 

1 NOW 

$48 

3D Ultra Pinball 

NOW 

$29 

Mage Atmageddan 

NOW 

$44 

Caesar's Palace 

12/97 

538 

Piciionaiy 

NOW 

$38 

Balls ol Steel 

NOW 

$32 

Overboard 

NOW 

$44 

ChessmasterSSOO 

NOW 

537 

Power Chess 98 

11/97 

$45 

Bomberman 

NOW 

$32 

Pro Pinball TimeshockNDW 

$28 

Dragon Dice 

NOW 

$46 

Scrabble 

NOW 

$19 

Crucible 

11/97 

$44 

Psybadek 

11/97 

$39 

Hong Kong Mahjong 

NOW 

$21 

Shanghai Double PackNOW 

$28 

Orachen Zor 

NOW 

$44 

Purz 3-D 

NOW 

$28 

Hot WIsCsimCr DsgnNOW 

$40 

Shanghai Dynasty 

12/97 

$40 

Enemy Zero 

11/37 

$42 

Virtua Fighter 2 

NOW 

$39 

Hoyle Board Games 

NOW 

$29 

Shanghali 98 

12/97 

$39 

Fiogger 

11/97 

$38 

WWF Wrestling 30 

12fl7 

$48 

Hoyle Casino 98 

11/97 

$29 

Sorry 

11/97 

$28 

Full Titt Pinball 2 

NOW 

$24 

Youngblood 

11/97 

$47 

LEGO Sea Challenge 

01/98 

$44 

You Dm Know Jack 3 NOW 

$28 

HE.D.Z. 

NOW 

$38 

Zoop 

NOW 

$19 

Lego Island 

NOW 

$39 

You Dm KnwJkXXXLNOW 

$38 



'CIVIL WAR GENERALS' The Battle of the Blue and 
bigger, better and bolder. Multiple campaigns coverinr 
trom both the Eastern and Western Theaters are inci 
s sequel to the highly acclaimed Robert E. LeeiC 
meral, Internet 
Sierra War) 

Release Date; NOW PC CD $48 


'HISTORY OF THE WORLD' Starting 5,000 
years ago with the ancient Sumerains, a 
succession of 49 empires rise and tall 
across the globe. Command seven 
empires in your attempt at conquest. 
Avalon Hill(BoardgaTTiB) 

Release Date: NOW BG $27 


‘DIE HANSE’ Sail across the length of Medieval 
Europe as a merchant of the Hanseatic League, 
vying to bo the first to fill your house with valuable 
s, As you battle the North Sea, you encounter 
asyoumakeyourwayhome. 


Mayfair Games (Boarilgame) 
Release Date: NOW BG $55 


‘LANDS OF LORE H' You are Luther, cursed son of the 
Sorceress ot Darkness, exploring treacherous lands in 
rch of ancient magic, a super power thal will release 
you from your vile birthright. 

Virgin (Roleplaying) 

Release Date: 08/97 PC CD $48 


'WARLORDS 3’ A medieval fantasy setting forms the back- 
■ p tor a struggle among barbaric hordes. Random map 
eration makes every battle a fresh new conflict. Multiple 
terrains, animated graphics and over 80 types of heroes, 
creatures and warriors. 

Broderbund (Strategy) 

RDlnaeo Haln- MHU/ Pr ftn kPlA 


R INC.' In the 21st Century, private security forces 
verful armies under corporate con- 
i of your own corporation and its 
ol of R&D, production, and strategic 

e Magic (War) 

Release Date: NOW PC CD $46 


‘POPULOUS:THE THIRD COMING’ Large strategies '■ 
can be planned and enacted Irom fully playable global view. 
Various terrain varietiesimounlains. oceans, aerial views) 
impose dilferenl challenges on your warriors as you lead 
them Into battle. 

Electronic Arts (Strategy) 

Release Date: NOW PC CD $46 


'IF16' contains an easy to use quick start mode as 
well as detailed missions and campaigns. Jump 
into combat and experience incredible graphics 
and high energy explosions without ever opening 
the manual. 

Interactive Magic (Simulation) 

Release Dale: NOW PC CD $48 


'RED BARON II' You will become Immersed 
in World War I and the career of the brave 
young men who pilot the flying machines in 
the dangerous dawn ot aviation. Engage in 
deadly dog fights, strafe an enemy aero- 
drome as you line up your nemesis in your 

Sierra (Simulation) 

Release Date: NOW PC CD $52 


‘TOMB RAIDER 2' Lara’s back, and better than ever, with new 
moves, a new underwater environment and a whole new arse- 
nal. Explore huge, exobc platform-based 3D environments 
around the world, solve puzzles and kill baddies. 

Eldos (Action) 
Release Date: 11/37 PC CD $48 





CHIPS&BITSinc. 

FOB 234 DEPT 10924 ROCHESTER, VT 05767 


.SctecV'o" 


INT’L 802-767-3033 FAX 802-767-3382 


VJoiW'N*'*® 

Shippins 


‘STAR TREK FLEET ACADEMY' Before Captain Kirk, Commander 
Chekov and Captain Sulu v/ere legends, they were cadets at the 
most celebrated school in the universe, the Star Reet Academy. 
Test your ingenuity, leadership and courage and determine it you 
have what it takes to graduate 1st in your class. 

Interplay (Adventure) 
Release Date; NOW PC CD $55 


'HEAVY GEAR’ Pilot one ol 16 Heavy Gear war 
machines, as well as Stridors and other armored 
vehicles. Gears are capable of agile, humanoid 
movements. Construct your own Gear, then pilot 
it with your exact customizations. 

Activision (Simulation) 
Release Date; NOW PC CO $48 


‘EARTHSIEGE 3’ Experience the Future 
Wars as a Corporation, Cybrid or Rebel. 
Engage in squad-level combat. Choose 
from 40 fully-conligurable vehicles, 45 plot 
missions and an unlimited number of ran- 
dom ones in real-time. Internet, network or 
modem play. 

Sierra (Simulation) 
Release Dale; 11/97 PC CD $49 




'THRUSTMASTER NASCAR PRO STEERING 
WHEEL’ features Wheel mounted buttons used lor 
shifting, rev limiting or other racing functions, 
separate gas and brake pedals, positive-throw 
shift lever v/ith taciile/audible leedback and more. 

Thrusimasler (Hardware) 
Release Date: NOW PC $108 


'THRUSTMASTER MILLENNIUM 3D’ Raise shields, identity 
your target, and vhth the exclusive 30 pilch-over grip, swing 
around and wipe out your opponent, as you watch the explo- 
sions rip through your enemy's hull. 

Thrusimasler (Hardware) 
Release Date: 10/97 PC $79 


'FRONT PAGE SPORTS FOOTBALL'96’ Featuring 
greater arcade play, play-by-play ccmmenlary and 
player cards for every starling player in the NFL, 
Motion-capture technology and multi-season 
career play keep it exciting. Internet, modem and 
network play. 

Sierra i 
Release Date; NOW PC 



elements. 

Art Worx (Adult) 
Release Date; NOW PC CD $34 



VIRTUAL VERONIKA' The game play is hot, and so it 
Veronika, She’s every man's fantasy and she's all yours! 
Awesome arcade style game play, bonus levels. 


Release Date; NOW PC CD $48 


DiVAX 


r * b « c « 4 


'DIVA X:REBECCA"'Do you know how to get to We 
Avalon Agency?", She asks in a sexy French 
accent You kindly offer her a ride to her destination. Her 
eyes engage in silent conversation with yours. Fmm 
there - the adventure begins! 

Pixis (Adult) 
Release Dale: NOW PC CD $39 



‘ROMSOFT 6 PACK' Double 
Down, Doors ol Passion 2. 
Sensuous Girls in 30. Massive 
Melons. Touch Me. Feel Me and 
Private Screenings are what 
you'll get in this sexy 6 pack! 

Romsoft (Adult) 


Release Dale: NOW PC 6-CO $32 


COMPUTER GAMES: SIMULATION 


lOihPlanel 11/97 S40 

1943 Euro Air War NOW $44 
6681 Kvnisr Killer NOW $46 
ATf 98 NOW $46 

AH‘64D Longtiow 2 NOW $46 
AH-64D Lorrgbow Old NOW $46 
AHX-1 NOW $47 

Aces; X-FigMers 11/97 $49 
AlrCiTibtNvyFtr 5 97 NOW S45 
Arr Combat PacilJcGIdNOW $34 
All Warrior 2 NOW $43 

Anarchy 02/98 $41 

Armored Fist 2 NOW $46 
Comanche 3 NOW $39 

Conquest ol the Skies11/97 $46 
Daytona USA Olx NOV/ $42 
EF 2000 V 2 NOW $46 

EaithsiegeS it/97 $49 
Extreme Assault NOW S43 
F-15 11/97 $48 




F-16Aatessor 
F-22ADF 
F-22 Lightning 2 
F-22 Raotor 
F/A 18 Korea 
Ft 6 Fightng Falcon 
FA 18 Hornet 3 wgs 
Falcon 4.0 
Falcon Gold 
Fighter Duel 2 
Flight Unlimited 2 
Flying Corps Gold 
Flying Nightmares 2 
Flying Tigers 
Hatdwar 
Harrier 2020 
Heavy Gear 
Interstate 76 
Interstate 77 
J Fghli Lghining Strk 


NOW $48 
11/97 $48 
NOW $29 
NOW $46 
NOW $46 
NOW $48 
NOW S44 
04/98 $52 
NOW $29 
NOW $39 
NOW $44 
NOW $48 
NOW $42 
09/98 548 
NOW $46 
NOW $45 
NOW $48 
NOW $39 
NOW $48 
11/97 $43 


Jel fighter 3 NOW $35 

Jet fighter Fll Burn 11/97 $46 
Joint Strike Fighter HOW $44 
Ml Tank Platoon 2 06/98 $52 
MS Flight Sim 98 09/98 $43 

MV/Mercenaries3DI«N0W S48 
Mech 2 Battlepack NOW $42 
MEChWariioi3 12/97 $52 
Mig Alley 11/97 $46 

Nascar Racing 2 NOV/ $39 
NscrficgZBschSrs 11/97 $30 
Outlaw Racers 12/97 $39 
Planet Texas NOW $48 
Privateer Darkening HOW $38 
Prolileer 03/98 $45 

Red Baion 2 NOW $50 

Road to Indy 500 NOW $44 
SODA Ort-Road Rcng NOW S48 
SU-27 Flanker 2 11/97 $43 

SabrAce HOW $48 


Sand Warriors NOW $46 
Scrmn Dmns Europe 11/97 S52 
Sierra Pro Pilot NOW $48 
Silent Hunter 2 09/98 $46 

Sint HntrPirl 1-2 ea NOW $15 
Spearhead 11/97 $49 

Spearhead Exp Pack 12/97 $29 
TNNMotrSprtsHdcreNOW $38 
Tanarus HOW $44 

Tank! 02/98 $48 

Team Apache 12/97 $44 
Test Drive 4 NOW $46 

Touring Car NOW $42 


NOW 1 


Wing Com Prophecy NOV/ $55 
X-Car ExprmntI Ren NOW $44 
X-WngVTeFghter NOW 550 
iF-16 Viper NOW $48 

iF-22 Raptor NOW $48 

iPanzer 44 12/97 $48 


COMPUTER GAIVIES: ACTION 


Bugridets NOW $40 

Chromotorm 11/97 $46 

Daikatana 12/97 $48 

Dark Forces 2 Jedi NOW $53 

Dead Unity 04/98 $45 

Defiance NOW $40 

Dreams NOW $48 

Duke 3D Plutnium Pk NOW $26 

DukeNukm3DAtomicN0W $46 
Enigma 11/97 $39 


Freelancer 11/97 $44 

Gatherer NOW $42 

Hammer Strike 04/98 S46 

Hexen2 NOW $62 

Hexen NOW $21 

MDK NOW $45 

Morlal Revenge 11/97 $44 

Nighllall 11/97 $44 

OulWars NOW $48 

Outlaws NOW $48 


Postal NOW $48 

POSUI Level Editor 11/97 $48 

Quake 2 11;97 $52 

Reoulem 04/98 $46 

Resident Evil NOW $42 

Scud 11/97 $35 

Shadow Warrior NOW $47 

Shadowmaster NOW $45 

Shadw Wrror Add-On NOW $19 

Sin 02/98 $49 


SpecOps 11/97 $48 

Star Trk Fisl Comet 11/97 $48 
Terra Victus 02flB $40 

Tomb Raider NOW $42 

Tomb Raider 2 11/97 $48 

Tremor lor Quake NOW $19 
Tre 5 passrJrssicPark 12/97 $48 
Tuiok Dinosr Hunlr 2 03/98 $46 
Unreal NOW $48 

qED for Quake NOW $19 


COMPUTER GAIVIES: SPORTS 


30 Uilia Mini Gail NOW $42 
ABCMndyNglFbll9811/97 $45 
Aaron vs Ruth W9S NOW $39 
Adidas Power Soccer NOW $32 
AitStarBasebaiiSS NOW $44 
Bass Mstrs CIssic Pro04/98 $42 
British Open Golf NOW $24 
FIFA Road WrIdCp 98 NOW $46 
FPS Baseball 98 NOW $28 
FPS Foplbaii 98 NOW $29 
FPSGolfAdd-On f1/97 $29 


FPS Golf Bundle NOW ; 
FPS Sluing NOW ! 

FPS Trophy Bass Rvts NOW 1 
Hard Ball 5 Enhanced NOW ! 
Hardbali 6 NOW < 

Heroes ol Iron Grid NOW I 
Hooves Thundai NOW I 
JackNicklausGolfS NOW ! 
Jack Nicklaus Gall 97 NOW i 
Kick OH 97 NOW ; 

Legends olfB 98 NOW ! 


Links LS 98 NOW S45 

US Baseball 3D NOW S4S 

Madden FB 98 NOW $45 

Uleague Baseball 8 NOW $34 

Mleague Football 3 NOW $34 


11/97 S44 


NOW ; 


NCAA Football 98 
NFL OB Club 98 
NHL Breakaway 96 
NHL Hockey 98 


NOW $45 
NOW $42 
NOW $42 
NOW 545 


NHL Power Play 98 
PBA Bowling 2 
PGA Tour Pro 
Tony LaRussa 4 
Triple Play 98 
Trophy Bass Rivers 
VR Baseball 97 
WILD 

World Series BBal) 9i 
Worldwide Soccer 98 
Wrid Cup Gll Dor Bci 


NOW S 


NOW $42 
NOW $45 
NOW $49 
NOW $42 
NOW $42 
NOW $42 
NOW $39 
NOW $19 


COMPUTER GAMES: HARDWARE 


AllcACS55Spk«rSysN0W $152 
Assassin 30 Contllr NOW $59 
Assassn 30 W Wgmn NOW $99 
CHFIBCombatstick NOW $60 
CKFlSFIghterslIck NOW $100 
CH F16 Fllghtsdck NOW $35 
CHFOICOFX NOW $169 

CHGameCardSAulDNOW $26 
CH Jana’s CombtStekNOW $71 
CH PC Gamepad NOW $19 
CH Pio Pedals NOW $80 


CH Pro Throttle NOW $102 
CH Racing Wheel NOW $54 
CH Rcng WhI W/ Pdal NOW $87 
Gravis Fiieblrd 2 NOW $65 
Gravis Grip Conlrllr NOW $85 
Gravis GilP Pad 2 Pk NOW $24 
Gravis Grp Stnd Alne NOW $69 
Gravis PC Game Pad NOW $19 
Gravis PC Gamepd ProNOW $27 
GrvGip/GmPadAdplNOW $19 
Joyswilch NOW $42 


LabIcLCS 2512SpkrsNOW $112 
Ltech Cyberman 2 NOW $89 
LtechWngMnWarriorNOW $35 
MS Sidewinder Pro NOW $85 
MS Sidewinder FF ProNOW S159 
MSSidwinderProPadNOW $39 
Sound Blaster 64 Val NOW $149 
Space Orb 360 NOW $75 
TM Driving Control T2N0W $108 
TMF16TQS NOW $108 
TMF22Pro NOW $128 


TMFLCF16 System NOW $108 
TM Flight Contf Pro NOW $99 
TM GP1 NOW $74 

TM Game Card NOW $25 
TM Millnm 30 Incplr NOW $79 
TM Nascar RaengWhINOW $108 
TM Phazer Pad NOW $47 
TM Pro Play Goll Sys NOW $499 
TM Rage 3D Pad NOW $48 
TM Rudder Conlr Sys NOW $98 
Verbal Commander NOW $05 


COMPUTER GAMES: ADULT 


INTERACTIVE 

2069 Oriental Sex NOW $50 

Anal Biackjack NOW $28 

Asian in Wiidilanu NOW $39 

AssTroids NOW $40 

Buster Cherry NOW $45 

Cabin Fever NOW $34 

Car Wash Angels NOW $36 

Casting Couen NOW $39 

Circus NOW $24 

CiubCalerina NOW S19 

Crystal Fanlasy NOW $34 

CyberStrIp Ppker NOW $36 

CyberXperience NOW $29 

Dirty Tucks NOW $39 

DivaXAriana NOW $38 

DivaXNJ NOW $39 

Diva X Rebecca NOW $39 

Dream Machine NOW $36 

Dream Machine 2 NOW $49 

Duke Screw em NOW $46 

Face Jam NOW $27 

Faniascenes NOW $36 

Fantascenes 3 NOW $39 

Faniascenes Anal NOW $39 

Fun House NOW $39 

GIrllriend Donna NOW $49 

GIrtlilend Ten NOW $39 

Qirllrlend Tracy NOW $39 

HolLealher2 NOW $25 

lnterciSeymieBi2 NOW $49 

Island Gitl Resort NOW $39 

Japan Inieiaciive NOW $46 

Latex NOW $44 


INTERACTIVE 

Nighiwatch int 3 NOW $46 

Oulpa5l69 NOW $40 

Pandora's Poker NOW $35 

Penetration NOW $16 

Penthouse Interact NOW $39 

Pleasure Zones NOW $29 

Poker Party NOW $39 

Porn Mania NOW $29 

Pointris NOW $24 

Private Prison NOW $44 

Samurai Pervert 2 NOW $64 

Sex TV 2 NOW $25 

Sex With Jena NOW $49 

SexiThe Game NOW $39 

ShockiThe Game NOW $49 

Space Sirens NOW $34 

Space Sirens 2 NOW $34 

Strip Poker Pro 2 NOW $39 

StripTease NOW $19 

Time Warp NOW $44 


Black Be 


Cat H( 


NOW ! 


Ullia Vixen NOW $49 

Venus Playhouse NOW $29 

ViriiLasVegsNii NOW $29 

Virtual Golden Eye NOW $44 

Virtual Sex 2 NOW $39 

Virtual Sex Shoot NOW $44 

Virtual Valerie 2 NOW $36 

Virtual Veronica NOW $48 

Virtual Victor NOW $42 

Virtually Yours 2 NOW $39 

You On I Knw Dick NOW $35 

Zoom NOW $36 


Deep Throat Girls 5 
Deep Thrl Gris 4Pk 
Geisha's Secrets 
Glamor Girls 3 
Hist 01 Glue Movie 
Jade Palace 
Kama Sutra 
La Blue Girl 4 
La Blue CrI Sem 
Mystique Orienl 2 
New Mchine 6 Pk2 
New Mchine 6 Pk 
Platinum Six Pack 
Racquet Released 
RacQueiieinWiid 
Romsoft Six Pack 
Romsoft Six Pk 2 
Sex in Public Places 
Sexy Six Pack 
SeymoieSix Pack 
Swedish Erotica 
Tokyo Nightlife 
Tokyo Nymphs 
Twin Angels 2 


NOW S15 
NOW $19 
NOW $24 
HOW S22 
NOW S2S 
NOW $24 
NOW S44 
NOW $42 
NOW $44 
NOW $12 
NOW $24 
NOW $36 
NOW $29 


STILLS 

Adult Image Lib 2* 
Adult Image Libry 
Amateur Models 2 
Amateur Models 
Asian Pearls 2 
Aslan Pearls 3 
Asian Pearls 
Bankok Beauties 
Beverly HI Call Grts 
Busty Babes 3 
Busty Babes 4 
Celebrity Nudes 
Domin-A-Ttix 2 

Elite Amer Mdls 3 
ElileAmerMdlsA 
Elite Cenirfid Mdl2 
Elite Coiige Girls 2 
Elite Euro Mdls 3 
Elite Euro Mdls 4 
Erotic Playground 
Japanese Pearls 


NOW $16 Lingerie Models 


NOW $39 
NOW $39 
NOW $19 
NOW $46 
NOW $19 
NOW $28 
NOW $20 
NOW $39 
NOW $27 


Ropes S Chains 
SeciiTreas Japan 
Select a Pet 
Shackles 2 


Tabloid Beauties 
Triple Penetration 
Village Collection 


NOW $25 
NOW $19 
NOW $22 
NOW $22 
NOW $28 
NOW $24 
NOW $29 
NOW $19 
NOW $19 
NOW $38 
NOW $39 
NOW $26 
NOW $24 
NOW $19 
HOW $19 
NOW $19 
NOW $24 
NOW $24 
NOW $19 
NOW $19 
NOW $9 
NOW $28 
NOW $25 
NOW $19 
NOW $21 
NOW $19 
NOW $19 
NOW $34 
NOW $18 
NOW $19 
NOW $19 
NOW $18 
NOW $29 


Newest 

••e/eases 


-.SerWng 

S'nce 19^9 


Open 24 / 


www.cdmag.com/chips.html 
or call 1-800-699-4263 


Source Code 10924 


COMPUTER GAMES: ADVENTURE 




mini 


Dark SiOeol Moon 11/97 S48 
Dawn of Darkness NOW {44 
Dealh Trap Dungeon NOW $40 


Delinum 
Demon Isle 
Discworld? 
Ecsialica 2 
Eicalibur 2S6S 


NOW $25 
NOW $4B 
NOW $44 
NOW $47 
NOW $48 
NOW $40 
NOW $29 
NOW $44 
NOW $45 


Figtiting Faniasy 
Gabnel Knight 2 
Gundam 

Journeyman Projct 3 01/98 $48 
KingsQuesl? NOW $19 
Kings Quest 8 Mask 12/97 $48 
Kings Quest Anih 2 NOW $35 
Last Espiess NOW $39 

Leisure Suit Larry 7 NOW $48 
Lost Mnd Or Brain 2 NOW $42 
Lost Vikings 2 NOW $28 


Solar Crusade NOW $44 
Space Quest 3000 NOW $45 
SpycrallWgS NOW $19 
Star Trek Voyager 11/97 $48 
Star TrkStr fit Acad NOW $55 
Starship Tilanic NOV/ $46 
Str Trk Sen Vlen Fry 12/97 S4B 
Super Slardust NOW $31 
Surreal V/95 
Temujin 

Tone Rebellion 
Twinsen's Odyssey 
Uhlk 
Versellle 

WarcrallLordolCIni 
Wheel ol Tima 
2 onibieville 
Zork: Gind InguisilPi 
ZorkrNemesis 


COMPUTER: ROLE PLAYING 


Diablo 

DIG By me Sword 


NOW $19 
NOW $47 
11/97 $48 
NOW $49 
NOW $47 
11/97 $45 
NOW $46 
11/97 $49 
NOW $37 
NOW $48 


Dragon Lore 2 NOW $39 
Elder Scrolls 2 NOW $39 
Efdr Scrils Mitowind 02/98 $54 
Elric 11/97 $45 

EverOuesI NOW $44 

FR Descent Undeimln NOW $45 
Fallout NOW $48 

Knights XentrPG13 NOW $34 
Unds Lore GrdnsDst NOW $48 
LegcyKainBlOOmn NOW $40 


PEN/PAPER ROLE PUYING GAMES 


Auloduel 

Celtic Myth 

Cyberwoild 

Dinosaurs 

Espionage 

Faniasy 

GURPS Comp II 
GURPS Rulebook 
Goblins 
Grimoiie 
Magic 


Reign ol Sieel 

Religion 

Robots 

Space 

Vampire 

Vehicles 

Warehouse 23 


Albedo 

Ars Maglca4m Ei 
Bioodshadows 


Mage 2nd Ed. 


COLLECTIBLE CARD GAMES 


BTech BP Mete NOW S3 

Batlleiech Booster NOW S3 

Batllelech Starter NOW $8 

Oi>ie: Bull Run 1851 NOW SB 

Or Who Booster NOW $3 

Or Who Starter 
Great Oaimuii 
Heresy SO 


NOW $8 
NOW S5 


MTG 5m Ed BP 
MTG 5lh Ed SO 
MTG Chionicles BP 
MTG Mirage BP 
MTG Mirage SO 
MTG Tempest BP 
MTG Tempest SO 
MTG Visions 


SONY PLAYSTATION 


Breath 


I Erie 3 


Bugrider's 
Bushido Blade 
Claylighier 3 
Clock Tower 
Death Keep 
Death Trap Dngn 
Eiiic 

FIFASPCcet 98 


Here's Adventures 
Jet Moio 2 
JPUSt Epic 
Kings Field 2 


NOW S46 
NOW S49 
NOW $50 
NOW $50 
NOW S44 
NOW $52 
NOW $50 
It/97 S49 
11/97 $49 
NOW $72 
NOW $46 
11/97 $50 
02/98 $49 
NOW $42 
12/97 $46 
NOW S4g 
NOW $51 


Legacy ol Katn 
Lost Vikings 2 
Lost World 

Madden F6 98 
Mage Slayer 
Master ol Monstrs 
Metal Gear Solid 
Monster Rancher 
NAMCO Musm 4 
NFL GameOay '98 
NHL Hockey 98 
Ogre Banie 
Resident Evil 2 
Shadoan 
Soul Blade 
Sulkoden 2 
The Glove 
Vandal Hearts 


NOW S3 
NOW $7 
NOW $2 
NOW S3 
NOW $8 
NOW S3 
NOW S8 


NOW $50 
NOW S44 
NOW $44 
NOW $46 
NOW $54 
NOW $49 
02/98 $49 
NOW $56 
NOW $49 
NOW $44 
NOW $49 
11/97 $49 
NOW $49 
01/98 $52 
NOW $50 
NOW $45 
11/97 $49 
11/97 $68 
NOW $46 


MTG Fallen Emp 
Mid Earth Oragn 
Mid Earth Ork Min 
Mid Earth WiaBP 
Mide Eanh Wia SO 
Monty Python SO 
Monty Python BP 
Star Trek Booster 
StarTrekNG All U 
SlarTrekllGBP 


NOW $42 
NOW $48 


Magesiayer NOW $39 

Mights Magic 6 11/97 $49 

01 UghlS Darkness NOW $48 
Realms of Haunting NOW $44 
Redempllan 02/98 $43 
Rims Ark Shadw Riva NOW $36 
Sacred Pools NOW $48 

Shadows ol Death 03/98 S43 
Star Trk Final Unity NOW $32 
Slonekeeo NOW $29 



Wizardry 8 NOW $48 

Wizardry Gold NOW $25 


Mage Chronicles 1 
Mechwarnor 
Mutation 
Nephitim 

Nighlspawn 
01 Gods And Men 
Paranoia Filth Ed 
Pendragon 4m Ed 
Rifts 

Robolech 

RuneOuest 4th Ed 

Senzar 

Shadowrun 

SkyrealmsJorune 

StarWars Revised 

Traveller 

Vamprie 2nd Ed. 

WathamerFantsy 

WerewDil 

Witchcialt 

Wrailh 


NOW $2 
NOW $3 
NOW $3 
NOW $4 
NOW $9 
NOW $9 
NOW $4 
NOW S3 
NOW $3 
NOW S3 


SlarTtekNG Hdeck 
StarTrekNG Q 
Star Trek Starter 
StarTrekNG SO 
Star Wars BP 
SiaiWarsSO 
Wyvetn BP Ltd Ed 
Wyi’ern SO Ltd Ed 
X-Files BP 
X-Files SO 


DSD Colleclion 
Dark Rill 
Die Hard Arcade 




m3D 


FIFA Soccer 98 
Fighters Megamii 
Here's Adventures 
Legend ol Oasis 
Lost World 
Lunar Director Cul 12/97 S46 

Mechwarnor 2 NOW $46 

NBA Action 98 NOW S49 


NOW $52 
NOW $34 
NOW $49 
NOW $49 
NOW $52 
NOW $44 
NOW $46 
11/98 $49 
NOW $52 
NOW S42 
NOW $46 
NOW $46 


lA Live '9 


I NOW ! 
NOW $49 
NOW $49 
01/98 $50 


PGA Tout 97 
Racers Megarrik 
Ranipge WtIdTour 
RayMan 2 
Sega Ages 
Sentinel Returns 
Shadoan 
Shining Holy Aik 
Shining Wisdom 
Space Jam 
Sinker 96 
Teemo Super Boivl 
Ten Pin Alley 
Tomb Raider 2 
Ultimate Football 
VMX Racing 
VR Baseball 97 


'THE CURSE OF MONKEY ISLAND' includes all of Ide ele- 
ments that made the series great but wild a more highly 
stylized, di-resolulion look. Through ad intuitive interface 
players pick up and use objects and talk to various cdarac- 
tersthrougdouttdegaine. 

Liicasarts (Adventure) 

Release Date: NOW PC CD $48 




‘MYST 2' will provide an exploration experience 
through a nev/ world tilled with 7,000 images, 
over an hour of animation and original music, 
reguiring acute skills ol observation. 
Broderbund (Adventure) 

Release Date; NOW PC CD $52 


terrain! 

3D0/New World (Role Playing) 

Release Date; 11/97 PC CD $49 

‘FALLOUT Set in the ah 
it is yourchallenge to survive, asa person who has grown 
up in a secluded, underground survival vault. 
Ciicumslances force you outside, to a strange v/orld 80 
years after the end of modem civilization. A v/orld of 




mutants, radiation, gangs and voli 

Interplay (Roleplaying) 
Release Dale: NOW PC 


CD $48 


'ADVANCED DUNGEONS & DRAGONS DUNGEON MASTER 
GUIDE' Tne essential manual for all inlormalion you need to 
create and run thrilling sword and sorcery adventures. Learn 
all there is to know about magic spells, hundreds ol devices 

TSR (Pen/P'aper RPG) ■ 

Release Date: NOW RPG $16 


'DEFIANCE' You are a lest pilot for an awesome 
new weapon when suddenly it is no longer a test. 
First person combat simulator, four levels of fire- 
power, missiles and auxiliary v/eapons. Tv/in 
beam laserlok firing system. 

Avalon Hill (Action) 

Release Date: NOW PC CD $40 


'UNREAL' In one seamless flowing world, race across 
vast outdoor and Indoor environments, enter enchanting 
cities, and mysterious temples. Use Unreal's easy to use 
objecl-oriented level-editor to design your own levels. 
GT Interactive (Action) 

Release Dale: NOW PC CD $48 


‘WAR WIND IhHUMAN ONSLAUGHT’ A greater 
variety of vehicular, mechanized and assault units 
with special abilities, 4 campaign options, 46 sce- 

IVlindscape (Strategy) 

Release Date; 11/97 PC CD $34 


■MAGIC THE GATHERING 5TH EDITION' This deck contains 60 
tradable game cards, randomly assorted, plus a rule book. Each 
player must have a deck. This deck may be enhanced with more 
cards sold in booster packs. 

Wizards of ttie Coast (Card game) 

Release Date: NOW CG $7 

‘ALBERT ODYSSEY' Legend of Eldean, Masquerade of 
the Impostor, In this faniasy role playing game, there 
are up to five characters in your party, you never know 
what's going to happen, The only way to find out is to 
play It through. 

Working Designs (RPG) 

Release Date: NOW SAT $52 

‘FINAL FANTASY 7' Act out your mercenary dreams while sav- 
ing the planet. Spectacular animated plot sequences, impressive 
storyline, three dimensional characters, unprecedented level ol 
delal!, great effects. 

Sony (Rolaplaying) 

Release Date; NOW PSX $59 


piaH/fani 
include a 


ver accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD SB. Pi|cc, availability, otter subject to chanjn at any time. Release schedules 

UesffcSffoipLiK'sMrprandha^Slin^Sol/^lculaled^mYoermd^er.pTrThit^ 


Stjodard Prmfrty 
U.S Mau us Mail 

TlOO HOO S2M 

SI 25 Stop $3.00 S'.OO 








ROBOTICS THRUSTMASTER SIERRA CH PRODUCTS ACTIVISION ELECTRONIC ARTS PRIMA SUNCOM MINDSCAPE DIAMOND ACCESS SOFTWARE SYMANTEC APOLLO INTERPLAY HOLLYWOOP' ' ' ‘NY EMPI 



Call to Order Mon - Fri 9:00 am -1 0:00 pm EST 




CUSTOMER SERVICE, CALL 508.443-6 1 25 Mon • Fri 9am • 5pm EST 



version gomes! 

PC only i/48165 


imr — . 

’conquest 


EARTH - Eidos 


Step careful!y! P!oy 


humon ond figlil to 
take over Eortfi. 

Use your !imiled 
resources wisclyl 


Features incredibb 
graphics ord 

{EomaUj^sni 

smooth gomeploy. 


IBM CD #47089 






i 

I 

! 



G-FORCE PLUS 
Suncom 

This full-sized yoke 
gives the ullimole 
realistic feel to flight 
sim and racing 
games! Clamp it to 
your desk and take 
it out for a vigorous 
test drivel Perfect 
for any gomer, 

PC only #39225 


The best WWI flight 
sim brings back its 
bi-planos for more 
fly-by-the-seot-of 

fi JU^•panl5feell I 

on your own I 

missions ond carry I 
them out in a I 

network game! I 

VWn '95 CD 
11143299 



IBM EDUCATION/HOME 


F-15TALON 

Suncom 

I Features 12. fully- 
' programmable 
' buttons to creote a 
unique gaminq 
environment, cosy 
installation to get 
you inlo the cockpit 
for hours of flight 
I sim fun! 

' PC only #39876 



CD ENTERTAINMENT 




STRIP POKER 


VOL 2 - Artworx 

24 beouliful lodies 
would like to play 
poker ond 'beat the 
ponts off you!" 
Random play means 
you get o different 
sequence of images 
with eoch game. 
Features hi-res 


CD ENTERTAINMENT I CD ENTERTAINMENT 


40580 AJge 81o)<ei 3 28 

45031 Algobm SmoriCO 77 

45302 emlitz Think & Tolk Fr«nch 29 

44526 Conc»rlVVoie Homs 36 

46761 French Now! 54 

45101 CUE 19 

45485 GRS/GMAT/ISAT Roadirtp Bundle .... 27 

46763 Germon Nowl 54 

41478 Inside ihe GRECO 31 

45027 Inside ihe SAT 4 ACT '97 CO 27 

41500 Kids Fun ond Leorning Pod 20 

46766 lolin Nowi 54 

45554 Lei's Tolk About Me 25 

43672 logical Journey; Zoombinrs CD 31 

39954 Moih Slosier In Seorch of Spoi 28 

41469 NFL Molh • Second Edilion 26 

39861 Nine Month Miracle 21 

46775 Piono Discovery Soflwore 45 

44522 Piano Discovery Syslom 199 

45323 Proclice Makes Perfect French 28 

33605 PuH Purr Goes 10 the AAocR 21 

33205 Pun-PuK Joins Ihe Porode 21 

47563 PulsPud Trovels Thru Time 35 

42888 Score Builder tor ihe SAT/ACT 36 

47074 Sesame SireettPreschool Dehoe 33 

47075 Sesame SireetiToddler-Delurrs 33 

47140 Solor System Explorer CD 26 

46759 Spanish Nowl 53 

34938 Trooiure MathSrormI 36 

4398nypingTutor7 27 

45454 UlrimoteVMsrdABoct 29 


HOME SOFTWARE 


43638 3-D landscape 

43924 Alpho's Home Designer 3D 

47642 American Greet CreotoCord Gold 
48082 Americon Greet Creolocatd Plus . 
47193 Best Home Plans by Sunsel New . 

41820 Emergency Room 

45090 FomiiJ Album Creator 

43428 Family Tree Maker Deluxe II ... , 

32619 Hrsolth Bundle 

46730 MosterCooh Deluxe CD 

39879 Micro CookBook 

41453 Micro KilchentTosle ot Home 

44495 Money 

37346 Muirimedio VMxkoul 

46163 Quicken Deluxe 

45808 Visual Home 3D 

46093 Williom-Sonomo Good Cooking. . 


CD ENTERTAINMENT 


42072 20 Worgomo Classics 22 

45255 AH4>4D longbow; F. PoinI Korea 16 



30164 Advoncod Cn-rliiotton 

40882 Ago of Ritlos w/CompoIgn Disk. . 

45105 Age of Soil 

42019 Albion CD 

42746 Alien Trilogy 

44617 Archimedeon Dynasty 

40377 Archives Volume 1 

38189 Ardennes OHenivo 

45077 Armored Fist 2 IBM CO 

20955 Arlonlis 

47696 Babylon 5; Shadow Wors 

46425 Banzai Bugl 

39477 Bolroyol in Anlora 

47096 BloodI 

38614 Broindeod 13 , 

42747 Collation's Crosslimo Sotoon 

40979 ChessMolos 

45075 Comonche III 

45075 Comonche III 3.0 

34696 Command & Conquer IBM CD. . . 

42883 Commond & Ccnqucr;Covert 

45347 Commond 4.Conquer;Eed Alert. . 
47290 Commond&Conquer.CounterSlrike 
45677 Conquesi of New VMsrfd Deluxe. . 

45825 Creoiures 

36302 Dork Forces 

41009 Dork Seed II 

41941 Deolhtrop Dungeon NVR 

45245 Delinitivo Worgome C^tecrion. . . 
4)585 Descent to Undermountain NYR . 

40463 Desltuclion Derby 

41025 Dtogon Dice 

41586 Duke Nukem 3D IBM CD 

46281 Duke Nukem 3D Plutonium Pok . . 
47382 Duke Nukem Atomic Edilion .... 

40129 Eldar Scroll; Doggerloll CO 

45616 Emperor ol iho Fading Suns 

38161 Enlorlolnmenl Collection I 

47771 Enlerlqinmenl Pk (or WinCE 

45683 Eiodicotor 

40468 F-16 Fighting Folcon 

47691 F/A-I8 Hornel 

45253 FIFA Soccer 97 

42075 Fcniosy General 

431 35 Fcsl Attack 

47053 Fischer's Erotic Encyclopedio .... 

36699 Flight Shop IBM CO 

43033 Flighl Sim; Scenery Pock 

44899 FligKl;Greal Mrlirvers 

42886 Flying Corp 

39461 Gobriei KnighI il 

43130 Georheods 

35444 Hommer of rhe Gods 

4 1 085 Heroes of Mlght8Mogic CD .... 
47679 Heroes ol MlghtSMoglc 2 Expans 

47938 Hollywood Mogul 

45371 Hoyle Casino Colleciion 

45370 Hoyle Poker 


42 
21 
. 43 

40 

26 

26 

45 


43407 Hoyle's Classic Cord Gomes . . 

41 170 Id Anthology 

40663 IndyCor Rocing II 

37204 Jelfighler III \mCO 

2104$ leihghlor III; Mission Disk 

40703 Jigsaw Power 

42489 King's Quest Companion l-V] . . 
41134 lands of lore 2;Guardion5 .. 
43167 legend ol Kyrandiq Series. . . . 
44956 Uisute Suil lorry VII IBM CD . . 

47953 level Mosler IV Dioblo 

47371 links IS Voldorammo CDX 

47373 links IS Volhollo Course 

46384 tinksiS Course library #3 CD , 

4.5376 lords ol ihe Realm II 

45679 M.A.X 

45270 MOK 

47128 Motble Drop CO 

40234 Master ol Orion II; Aniores . . . 
44409 MechWotriot 2 Mercenories . . 
42741 MegoRoce IICD . . . . 

41264 Mighi 4 Magic Trikjgy 

40670 Monopoly 

47570 Muizle Velocity 

33204 Mysl 

44237 Olympic Gomes/Soccet IBM C( 

42342 Power Dolts 

40899 Prince ol Persia Collection. . . 

38862 PrivDieer Classic 

39290 Puzzle Power 

38445 Quake IBM CD 

46929 Quake-Mission Pack No. 1 ... 

46930 QuokeiMisslon Pock No.2 . . . 

43796 Quell for Glory Collection 

47487 Redneck Rampage 

41813 RedsSill2 

40428 Ripper; Cyberpunk Mystery , . , 
38865 SSN.21;SeoWollClossic.... 

3SS91 SobteTeom IBM CD 

43125 Shadow Wortioi 

40458 Shadows Over Rivo 

41247 Shonnora 

47327 Shivers II Harvest ol Souls 

44363 Silent Hunlei Petrol «1 CO . . . 

44364 Silent Hunter Polrol #2 

43718 SimAntClosslc 

42S74 SimGly Classic Deluxe 

37536 Spivis Pock 

34278 Star Trek' Stor Fleet Academy . 

34568 Slot Tiek; TNG 'Finof 

45161 Slorciofl IBM CO 

47796 SlarsI 

47722 Stool Ponthor II Campaign Disk 

43071 Sleet Ponihar II IBM CD 

40076 Steel Ponihetr 

36893 Slonekeop 


38625 Strip Poker Pro #1 30 

3681 9 IV Guide Crosswords. ... ... .21 

40649 Torro Nova: Cenlouri .21 

47185TheloslExp(ess 38 

38595 Third Reich CD 41 

40235 This Meons Wor 14 

47000 Time Worirors 27 

47533 Titonic Adventure Out ol Time 42 

44240 Tomb Raidei IBM CD 43 

39473 Torin's Possoge 25 

36697 Tower 44 

43633 Train Engineer Deluxe 41 

39664 Ttiozzio 20 

44964 Trophy Boss 2 IBM CO 50 

47750 Trophy Boss 2; Northern lokes 20 

47740 Twinsen’s Odyssey 44 

40347 Uliimo VIhComptele Clossic 15 

43433 Ultimo VIII Clossic 15 

47309 Virtuel Chess 26 

41988 Vitluol Pool CD 43 

44070 Warciaft 2: Exponsion Set CD 21 

41 304 Worctafl 2: Tide ol Darkness . .... . 48 

43636 Wotcioft Bonlischesl 50 

34204 Vvirowoll Vs. Comonche 2 33 

45063 Wing Commonder: Kilrothi Sago 21 

42442 Wizardry Gold 35 

42937 Wzordiy Gold MAC CD 40 

40221 W3rldGrcut:GrondPrlx2 26 

42305 XGOM: Apocolypse 48 

4l466 XGor:ExperimentolRocir>g 49 

47059 688 Altock Sub Guide 17 

45730 Betrayal in Anloio Guide IS 


45739 Dork Forces II: Jedr Guide 15 

3435 1 Slot Trek; TNG Tech Manuol . . J 33 


PC HARDWARE 


42063 

42064 
44130 
43652 
46288 


46971 

40715 

40802 

16439 


33.6 EXTERNAl 

33.6 INTERNAL 

Spoiister Voice 33.6-EXTERNAl . . . . 

Sportster Voice 33.6-iNTERNAl 

1 .70GB EIDE Fatal 1 2MS 4480RPM . 

4X5 Artpod II wAlftal Coble 

AHA-1520BSing!JRcSl2 

AIMn-Wonder 4MB 

BigP'Cture Video Kil 33.6Voice. . . . 

CH F-16 Combel Stick 

CHf.l6 Fighter Slick IBM 

CH Flight Stick 

CH fight Slick Pro 

CH GomeCotd III 


47329 

202SB 

40701 

36876 


Combat Si: 
CH Mach ill Joystick. 
CH Pedals 











X-COM: 

APOCALYPSE 

Microprose 

The environmenfolly- 
ruined Eorlh is 
doomed and you 
ore its only hope! 

As commander of 
the elite X-Com 
forces, expose and 
destroy the insidious 
olien plot! 

Win CD «42305 



ULTIMA ONLINE 
Electronic Arts 

The hottest RPG 

S sme ever! Join 
ousonds of other 
forts online os you 
engage in battles 
ond search for Lord 
British. Customize 
your look so other 
players can 



PC HARDWARE 


40803 CH Pro Tiirolii* 

38950 CH Ttockbalt Pro ■ Setjol 

30462 CH Viffuol Pilot Pro 

46740 Colorado T3000 INT 3.2GB 

47218 CovrieridK EXT V.Evarylhina 

472I7Courler56KINTV,Everylhinn 

47033 Discovery AWE64 In[ra2400 I6x . . 
46162 Dynorrile 1 28/Video 4M3 PCI .... 
42752 EIDE AT32 VP Kil ISA w/ coble . . . 

44608 EIDE-Vl VP Kir ISA sv/ coble 

20652 EosyPholo Reader 2000PI 24Bil 

46442 EosyPholo Smoirpoge 3O0DPI 

39876F-i5£To!onToct;col5lici- 

46259 GamaJommer PCMCIA Int 

47316 Glidepoini Touch Pod 2 

45357 Grervis Firebird 2 Joystick 

45358 Grovis Gomepod Pro 

42146 Grovis Grip Gome System 

42408 Grovis Grip Fighting Machine ..... 

43465 Gravis Grip Pod Accaisory Kit 

46755 Grovis Grip w/ Triple Ploy 97 

46075 Intellimoose Win95 SeriolSPS2 

47793 Millennium II 8M8 

46518 Monsier 3D 3400XV PCI 4M8 

47763 Monsier 3D SoondCord 

44024 MouseMon 96 3 Bln 

45506 Myshque PCI 4MB 30 Video Cord . . 

36562 Nolurol Keyboord lor Windows 

44298 NolebookTV PCMCIA2 TV Tuner . . . 
47235 Overdrive 150MHZ MMX Pom .... 

47234 Overdrive 1 66MH2 MMX Pent 

47638 PCMCIA Audio Cord 1 6bil w/Midi . 

45860 PogoScon Color Pro Sconner 

45801 Panlium 1 33MHi w/Fon Heatsink . . 

45805 Pentium Pro 200MHz w/Fon 

46228 Righteous 30 

29441 SFX PC GomePod 

46041 SconMon Colcv 2000 

4S4IOSidewinde' 30 PRO Joystick 

44499 Sidewinder 30 PRO w/Hellbender . . 
47357 Sound BbsiefAWE64 Gold 

ce Orb 360 

ar 33,6 EXT 

er 33,6 INT 

:o 33.6-EXr 

:b 33,6 IN7ERNAl 

ox/Modem. . 

XI PCI 4Mfl . . . 
er ACM Gome Cord . 
3S104ThtuslmoslerF-l6FlCS. . 

44I89Thruslmas'erF-22Pro 

41348 Thtustmoster Fonnulo T2 PC 

38156 ThrusImaiterTOSIoiFLCS ...]] 
31258 Thrustmoster WCS Morklt IBM . . . 

45974 Wavelorce 0850XG Ooughlerbtd. 




PC TOOLKIT 


Encore Software 

Everything you need 
to keep your 
machine running 
smoothly: software 
to fix & repoir; anti- 
virus & compres- 
sion tools! Be your 
own lech support 
and sove money! 
Win '9S CD 
#48170 


FPStFOOTBALl 
'98 - Sierra 
Become on 
armchair quorter- 
bock with on 
a!i new user-friendiy 
interface and new 
3Dmode!ed 
stadiums. Features 
actual upgradable 
player stotsi 
Win '95 CD 


PRO PILOT 1 
Sierra 

Fly a Cessno over 
beoutifu! terrain J 
with such realistic ] 
sounds that you'd_^ 
swear you hod 
taken off! Go across ; 
country to visit over ' 
2500 oirports, all 


FORMULA 16 


Gel behind the wheell 
of one of 26 cars 
and pee! out onto a 
precisely-modeled 
twisting trock. 

Features 30 minutes 
of grinding, foot-to- | 
the-pedol guitar j 

wfn^'9^ CD 
#44584 


PC TOOLKIT 


Encore Software 

Everything you need 
to keep your 
machine running 
smoothly: software 
to fix & repoir; anti- 
virus & compres- 
sion tools! Be your 
own lech support 
and sove money! 
Win '9S CD 
#48170 


FPStFOOTBALl 
'98 - Sierra 
Become on 
armchair quorter- 
bock with on 
all new user-friendly 
interface and new 
3D-modeled 
stadiums. Features 
actual upgradable 
player stotsi 
Win '95 CD 


1 US ROBOTICS ,, .. -• 

33.6 Winmodem 1 ' 4 nOllUtlllS 

The Winmodem is 
perfect for the gomer 


1/ #48173 


ttHDOtinS vJ 


INTERSTATE '77 
. Activision 

I Hop into your 
-Tl muscle cor ogoint 
New cars, new 
weapons, new 
characters! It’s lime 
for you to lake on 
■3w missions and 
roove to oil new 
ink trocksl 
-Win '95 CD 
#47106 


CH Racing 
System 
CH Products 

Clamp this wheel to 
the table and pul the 

B edol to the metall 
ours of incredible 
racing sim reolism 
awoilyoul Sturdy 
bose insures you 
won't lake a spill! 


inly #48653 ! 


MILLENIUM - 

INCEPTOR 

Thrustmoster^ d/ v. 

Preconfigured for/ - 
many popular 
games! Gompletely 
digital operation 
makes for much 
smoother play! 

Fully programmoble 
buttons! 

PC enty #47443 



3-D ULTRA MINI 
GOLF - Sierra 

This blows Sunday 
putting awayl 

Gizmos, strange 
creatures, & crazy 
sound effects lake 
this pastime to a 
new level of FunI , 

You'll never go back 1 
to putt-putt agoinl j 

IBM CD #47476 { 

i METAL & LACE/ g% m 

KNIGHTS OF 


RAGE 

Thrustmoster ; 

Brand new, 
economically- j 

pricedl This larger, . 
ergonomically- 
designed gamepad 
is mode for hours of 
fatigue-free gome- 
pioyl Feotures a 
ropid Fire switch, 

PC only #48024 

' YOU DON'T 

KNOW JACK ymJrP' Ay . 

MWlpDITION 


WINDOWS '95 GAMES I WINDOWS '95 GAMES I WINDOWS '95 GAMES 


47002 6B8i Hunler/Killer 

46017A-l0CuboCD 

43083 Aaron vj. Ruth CD 

45254 Advanced Toct Fighters Gold . . 

35157 Air Warrior II CD 

4] 536 Al Unser Jr Arcade Rocing CO , 

47556 Bolls of Steal 

47529 Bioin Food Gomes .... 

47098 Brilish Open Golf CD 

47660 Ccpilolism Plus 

42735 Choos Ovetlexds CD ... . 
4I849ChessiT>oster5000CD. . . 

43903 Close Combot CD 

43581 Command iCoisquer CO. ... 

44560 Conquest oi Ihe Skies CD 

46350 Corel Moto Exirame 

47923 Creatures 

44561 Crow. City of Angels CD 

4601 8 Dork Reign: Future of Wor CD N 

46463 Ooytono USA 

4458 1 Destruction Derby 2 W95 CD . . 

44!370reHDfdTrilogyC0 

41022 Doom II: Hell on Earth CO . . 

35231 Dtogon-s loir II CD 

41027 EorihwormJimCO 

44583 Ecslatico 2 

47516 Entertainment PockrPuzzle Edit. . 

44125 F/A-18 Hornet 

46085 Foble CD 

34272 Fokon NYR 

20969 Follout 

42586 Fomily Crard Gomes CD 

46076 Flight Sim: Exponslon Pock CD. . 
48174 Flight Simulotor W98CDNYR. . 
445 1 1 Golf Courses: Mouno Kea CO 

45610 Gtorrd Slom '97 CO 

45889 Groat Sorties of Alexondei . . . 

45895 Hordboll 6 NYR 

45497 Hrsrpcon -97 CD 

47BB2 Heovy Geor 


47695 links IS 1998 Edition. , 

37926 Mog.c:Tha Gathering W95 CD . . . 

4!3S4MechWarfior2 

47741 MechWarrior 2:Mercenor;es 3DfX . 
41149 Microleogue- Boseboll CD. . 


45160 

40775 

43607 

45724 

41987 

45977 

40123 

41255 

40220 

47694 


25364 

45059 

45681 

45847 


POD 

Ponzer General CO 

Quake 2 NYR 

Rise 6 Rule: A. Empires CD 

Rood Rosh CD 

Sacred Ground CD 

Scioamet 2 W95 

SimCiy 2000 Coiladion CO 

SimCity 2000 Speclol Editn CD . . 

‘imCopler CD 

clitaire Deluxe CD 

Sonic CD 

SpocoWord Hoi iV CD 

Star Control III CO 

Slor Trek: Gonoiolions CO 

Super EF2000 

Theme Hospital 

Time Corrmondo CD 

Tony laRussa Baseboil 4 

TrlTryslCD 

Triple Ploy '98 

U.S. Novy Fighters '97 CD ... . 
Ullimo Online NYR 


43671 Vittuol Pool CO 

47557 War Gods 

47464 Wing Commonder ill Gold . . 

44590 WipeOul XI 

47889 Zork Grond Inquisllor NYR.. 
43924 Alpho's Home Designer 3D . . 


REFERENCE 


800"228"7449Ext4oo 

CUSTOMER SERVICE, CALL 508-443-6125 Mon - Fri 9am-5pm EST 

Call For All Your Computing Needs 

Order Mon-Fri 9;00om - 10:00pm EST ond Sot-Sun 9:00am - 6;00pm EST 
To Fox your order dial: 508-443-5645 
or moil your order wilh o check to; L_®_ 

COMPUTER 31 Union Avenue, Sudbury, MA 01776 

Complete on-line catalog with over 5000 
software and hardware titles. 

.No surcharge is odded to credit cord orders. .PO's, wire tronsfers, personal ond cashiers checks 
accepted. .Some items ore not returnable. Returns require oulhorizolion # ond are subject to 15% 
restocking fee.. All items offered for sale ore subject to ovQilobililv..We are not responsible for lypogroph- 
icol errors. .Shipping and hondling chorges apply. Worldwide sriippingl.All prices ore subiect to cnonge 
without notice. *11 you find a product at Cotiipulor Express ihol is currently sold anywhere lor less, show 


5YGNOSI5 STUDIO 3DO EMPIRE BRODEKBUND FOX INTERACTIVE GRAPHIC SIMUlATIgNS.INTEI. MICBOPOSE DAVIDSON POWERQUEST ACCLAIM ADAPTEC COREL MjGATEaL3COM_C«|jJiyEJABSJy<jJBgin^^ 










Media On 


TM 


Game Extreme 


■ Intel 166MHz Pentium® Processor with MMX™ Technology 
' Intel TC 430HX Motherboard with 51 2K cache 
16 MB EDO RAM / 1 .44MB Floppy 
3GBEIDE Hard Drive 

S3ViRGE 3D w/4MB EDO RAM {METABYTE GIA 3D) 

Yamaha Sound on board 

16XCDROM 

1 04 Win95 Keyboard & Mouse 
Diamond Supra 33.6 voice Modem 
Mini-ATX CASE with 235 Watt Power Supply 
Microsoft windows 95 & McAfee VirusScan 
Monitor Sold Separately 


$999 


Intel 200MHz Pentium® Processor with MMX™ Technology 

Intel TC 430HX Motherboard with 51 2K cache 

32 MB EDO RAM / 1 .44MB Floppy 

3GBEIDEHard Drive 

S3 ViRGE 3D with 4MB EDO RAM 

Yamaha Sound on board 

16XCDROM 

Diamond Supra 33.6 voice Modem 

104 Win95 Keyboards Mouse q, , qq 

Mini-ATX CASE with 235 Watt Power Supply ^ 

Microsoft windows 95 & McAfee VS Scan 
Monitor Sold Separately 

Intel Pentium® 233MHz w/MMX'^'^ upgrade add $1 25 


. Note, Intel Inside Logo and Pentium are registered trademarks and MMX Is a trademark of Intel Corporation. All other names are properties 
of their respective corporations. Price and specifications are subject to change wHhoul notice. Not responsible for typographic errors. Good 
only while supplies last. 



Intel 200MHz Pentium® Processor with MMX''’^ Technology 
Intel TC 430HX Motherboard with 51 2K cache 
32 MB EDO RAM / 1 .44MB Floppy 
4.5 GB Ultra Wide SCSI w/UW SCSI Controller 
MATROX 3D w/ 4MB RAM 
Yamaha Sound on board 
16X SCSICDROM 
100MB SCSI internal ZIP Drive 
Diamond Supra 33.6 voice Modem 
1 04 Win95 Keyboard & Mouse 
Mini-ATX CASE with 235 Watt Power Supply 
Microsoft windows 95 & McAfee VS Scan 


$2,155 


Intel 233MHz Pentium® II Processor 

Intel PT440FX Motherboard 

32 MB EDO RAM / 1 .44MB Floppy 

4.5 GB Ultra Wide SCSI w/UW SCSI Controller 

MATROX 3D with 4MB EDO RAM 

Yamaha Sound on board 

16X SCSICDROM 

Miamond Supra 33.6 voice Modem 

1 04 Win95 Keyboard & Mouse 

Mini-ATX CASE with 235 Watt Power Supply 

Microsoft windows 95 & McAfee Virus Scan 

Intel Pentium® 1 1 266MHz upgrade add $1 75 


2 years limited warranty / 2 years Labor 


W f; R -li'Q AR/i (fl f: R-f; R R ) 


Media On™ Graphic Extreme 



HALL OF FAME 


^elcome to the Cooperstown of Computer Games. Here 
you’ll find, raised upon pedestals, the games that broke 


the records, established the benchmarks, and held gamers in 
delighted trances for hours untold. 


I " 

ft 



Starflight 

Electronic Arts, 1986 

I magine an intergalactic role-playing game with 
270 star systems, each with up to eight planets. 

Now, imagine creating a custom configuration 
for your interplanetary starship and hiring a cus- 
tom crew to explore that universe. Such was the setup for 
Starfught, one of the largest and most open-ended role-playing games ever. Each 
planetary landscape was interesting, since the program used fractals to generate 
unique maps and you had to decide where to mine for the elusive Endurium that 
fueled your ship and paid your w^. 

MDur goal in Swugkt was to explore the 270 star systems and find a replace- 
ment for the planet Arth, your home planet. You needed to find this replacement in 
order to evacuate the residents of Arth prior to an imminent disaster. Along the way 
you ran into the most alien group of aliens ever seen in a computer game. \bu met 
the \/telox, intergalactic gossips with a superiority complex; the Spemin, an egocen- 
tric race that make Klingon propagandists seem humble: the Elowan, the species 
with the most complete knowledge ot the galactic situation; and a host of others. If 
they all sound bizarre, just remember that coauthor Greg Johnson also wrote the 
weird alien conversations in Siar Control 2. Not only were the aliens themselves 
interesting, but you were also ohallenged to adopt a negotiating posture with them in 
order to wrangle any useful information out ot them. This was one of the most inncw- 
ative facets of the system. Starfugkt's scope, quality of writing, use of fractal-generat- 
ed planets, and understanding of ethical 
dilemmas made it one ot the watershed 


E VI 

w 

0 



SimCity 

Maxis Software, 1987 

I ven when CGW' published the first review ot 
I this classic, the editors believed SimCity 
' would have limited appeal. Why would any- 
one want to pl^ a game about urban 
planning? Even SimCity designer Will Wright didn’t realize 
what he'd done when he combined the terrain editor from his classic Raid on 
Bungeung Bay with his interest in building cities. SimCoy started out as a pl^ground 
for his imagination and became the most successful “software toy” wer published. 
Wright was inspired by a short story from Stanislaw Lfm’s The Cybenad called “The 
Seventh Sally," conversations with his MIT urban planning graduate neighbor, and 
many d^ of creating cityscapes with his old terrain editor. He ended up creating a 
game in which you built cities for the benetit of simulated citizens (the underlying 
spreadsheet mechanics of the game). He then noticed that whenever he would 
demo the game for focus groups, people would get manic with the bulldozer and 
have as much fun destroying the cities as building them. He decided to put in 
some air crashes and natural disasters to make things a little more interesting. 

When Wright tried to sell the game to Broderbund, the company opted not to 
publish the title because it wasn't enough of a game. So, In an attempt to save it, he 
put In some scenarios with specific victory conditions. Ironically very few gamers 
ever picked the scenarios. Everyone seemed to prefer creating their own problems 
and either solving them or invoking Armageddon via natural disasters. 



Alone in the Dark 

1 

(l-Motion, 1992) 


^Inductees Prior To 1989 

Betrayal at Kronoor 

(Dynamix, 1993) 

Battle Chess (Interplay Productions, 1988) 

Chesshasteh (The Software Toolworks, 1986) 

Day of the Tentacle 

(LucasArts, 1993) 

Dungeon Master (FTL Software, 1987) 

Doom 

Earl Weaver Baserall (Electronic Arts, 1986] 

(id Software, 1993) 

Empire (Interstel, 1978) 

Falcon 3.0 

F-19 Steaith Fighter (MicroProse, 1988) 

(Spectrum HoloByte, 1991) 

Gehysburg: The Turning Point (SSI, 1986) 

Kampfgruppe (Strategic Simulations, 1985) 

Front Page Sports Football Pro 

(Dynamix, 1993) 

Mech Brigade (Strategic Simulations, 1985) 

Might & Magic (New World Computing, 1986) 

Gunship 

(MicroProse, 1989) 

M.U.L.E. (Electronic Arts, 1983) 

Harpoon 

Sio Meier’s Pirates! (MicroProse, 1987) 

(Three-Sixty Pacific, 1989) 

SimCity (Maxis. 1987) 

King’s Quest V 

Starright (Electronic Arts. 1986) 

(Sierra On-Line, 1990) 

The Bard’s Tale (Electronic Arts, 1985) 

Lemmings 

Ultima III (Origin Systems, 1983) 

(Psygnosis, 1991) 

Ultima IV (Origin Systems, 1985) 

Links 386 Pro 

War in Russia (Strategic Simulations, 1984) 

(Access Software, 1992) 

Wasteland (Interplay Productions, 1986) 

Wizardry (Sir-Tech Software, 1981) 

M-1 Tank Platoon 

(MicroProse, 1989) 

Zorx (Infocom, 1981) 

Master of Magic 


(MicroProse, 1994) 


Modern Inductees 


Master of Orion 
(MicroProse, 1993) 

Panzer General 
(SSI, 1994) 

Red Baron 
(Oynamix, 1990) 

Sid Meier’s Civilization 
(MicroProse, 1991) 

Sio Meier’s Railroad Tycoon 
(MicroProse, 1990) 

The Secret of Monkey Island 
(LucasArts, 1990) 

Their Finest Hour 
(LucasArts. 1989) 

Tie Fighter 
(LucasArts, 1994) 

UtJIMA VI 

(Origin Systems, 1990) 
UmiviA Underworld 
(Origin Systems, 1992) 

Wing Cdmmander I, II, & III 
(Origin Systems, 1990-91) 
Wolfenstein 3-D 
(id Software, 1992) 

X-Coivi 

(MicroProse, 1994) 
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PATCHES 


r 


C omputer game programs have grown so massive, and the 
number of hardware configurations has become so huge, 
that incompatibilities and glitches are frustratingly common. 


Software fixes, or “patches,” for buggy programs have become a 
necessary evil until we reach the golden age of standardized 
platforms and bug<free programs. New patches are in red. 


3D-Ultra Pinball 2— Creep Night 
VI. 1 for Mac: This version correcls 
the "black quit screen” problem, as 
well as some sound hiccups. 


A-IO Cuba! V1.2: Faster frame 
rates, better messaging, and better 
joystick controls are but a lew of 
the improvements to keep you in 
the air longer. Beware; This works 
only if you have the previous 1.01 
patch installed! 

AH-64D Longbow Gold V1.04: 
Fixes movie player and garbled 
speech problem for the gold ver- 
sion of this Jane’s combat sim only. 

Archimedean Dynasty Vl.120: 

View clips from the game with the 
new movie player, and use the 
Transparency effect from the 
Vectorgraphic menu to see through 
explosions and other environmental 
effects. Added Z-buffering allows for 
more accurate targeting as well. 

ATF Sounds: Better explosions 
through optional digital sounds for 
NATO Fighters or ATF Gold. 

Broken Alliance V1.02: Latest 
upgrade for HPS Simulations’ add- 
on to Panthers in the Shadows. 

Civilization n Scenarios VI. 1: 

Mostly tweaking to balance scenar- 
ios and to stiffen the challenge of 
this commendable add-on pack. 

Command & Conquer for Mac 
V1.71: Note: If you fail to trash 
your old C&C version {and empty 
the trash can), when you play an 
Internet game, Mac WCHAT will 
detect the old version (even if it’s in 
the trash can) and prompt you for 
an update (even though you’ve 
already updated). 


Daggerfall Saved Game Patch: 
This magic bullet allows you to use 
older saved games with the latest 
Daggerfall patches. It’s not fool- 
proof, but it helps. 


Dawn Patrol V1.7: New wings for 
Empire’s veteran \A/Wi flight sim, 

Diablo V1.04: This amulet of patch 
protection prevents invalid packets 
from crashing multiplayer games, 
fixes the Hidden Shrine freeze-up, 
and prevents the Black Death crash. 


Dragons in the Mist Vl.Ol: Patch 
in the Pacific, WWII. 

Flying Corps Vl.OOa: Additional 
hotkeys for camera and cockpit 
views add even more visceral 
excitement to Empire’s acclaimed 
WWI flight sim. 

Harpoon Classic '97 V1.63d: The 

latest Win 95 executable to make 
your favorite fleet more seaworthy. 

Interstate '76 V1.06: More than a 
dozen fixes make this the hippest, 
baddest multi-melee around- 
especially since the host no longer 
gets double kills, and “partial 
deaths" are no more. 

Jack Nicklaus 4: Slice, hook, and 
putt much faster over the Net, even 
when using machines with only 
the minimum system requirements. 

Magic The Gathering VI. 1: Better 
Al, sound, and animation are but a 
few of the fixes in MicroProse’s 
version of the Wizards of the Coast 
classic. 

MechWarrior Mercenaries V1.06: 

Regardless of clan affiliation, all 
will benefit from this latest 
upgrade, which repairs more 
'mech deficiencies. 

MDK Sound Fix: Eliminates the 
hang-up bug that occurs when you 
toss the World’s Smallest Nuclear 
Explosion. Warning: for DOS ver- 
sion of MDK only! 

MDK Video Patches: If you 
thought the mayhem was merry 
before, wail until you see the 


SVGA-graphics carnage with these 
patches for 3DfX and Rendition- 
based cards! 

Outlaws Vl.l: 3DfX support makes 
this faster on the draw than Jesse 
James. 


Settlers 2 V1.51: Midi and mouse 
problems are cleaned up, but this 
patch makes your current saved 
games unplayable. Finish any cur- 
rent maps, then start on the next 
map after installing the update. 

US Navy Fighters '97 V1.3: You’ll 
fly faster with fewer 3D complaints. 
This also enables dogfights over 
TCP/IP. 

X-Wing vs. TIE Fighter Vl.lO: 
Your fighters now handle better 
than a wet womprat in an ice storm 
on Hoth during multiplayer games. 



> Chech tor new patches 
an the demo disc. 



Patches can usually be 
downloaded from online net- 
works (such as CompuServe 
and ZDNet), from CfilV's 
Web site (www. 
computetgaining.com), 
or from the Individual soft- 
ware publisher's Web site 
(see listing below). 


^ Publisher Web Sites 

Many patches are available from the publishers at the following sites: 
Accolade: www.accolade.com 
Activision: www.activision.com 
Apogee/3d Realms: www.apogee1.com 
Avalon Hill: www.avalonhill.com 
Bethesda: www.bethsoft.com 
Big Time Software: www.bigtimesoftwafe.com 
Blizzard: wvm.blizzard.com 
Eidos: www.eidos.com 
EA: www.ea.com 

Epic MegaGames: www.epjcgames.com 

HPS Simulations: www.hpssims.com 

Id Software: www.idsoftware.com 

Interactive Magic: www.imagicgames.com 

Interplay: www.interplay.com 

Jane’s Combat Simulations: www.janes.ea.com 

LucasArts: www.lucasarts.com 

MicroProse/Spectrum HoloByte: www.microprose.com 

Microsoft: www.microsoft.com 

New World Computing: www.nwcomputing.com 

Origin: www.origin.ea.com 

Papyrus: www.sierra.com/papyrus 

Sierra On-Line: www.sierra.com 

SSI: www.ssionline.com 

Talonsoft: www.talonsoit.com 

Virgin: www.vie.com 




OCTOBER 1997 


COW 


THE COMPUTER GAMING POll • a monthly survey of coin / subscribers 


E ach month, 2,000 CGV! subscribers are selected at random to rate 100 computer games. The results of that poll are combined with the resuits of 
previous months to yieid a cumuiative average for the best piays in gaming, if you reoeive a baiiot, please return it with your ratings so that other 
gamers and game pubiishers can benefit from your feedback. 



TOP ACTION GAMES 


T 

Quake Pack 1: Scourge of Armagon 

id/Hipnotic 

9,19 

2 

Quake Pack 2: Dissolution of Eternity Id/Rogue 

9.11 


Tomb Raider : 

Eidos '* 

8.38 


Duke Nukem 3D 

Apogee/3DRealms 

8.38 


Crusader: No Remorse 

EA/Ortgin 

8.14 


The Need for Speed SE 

EA 

8.10 


Quake . . 

id Software 

8,03 


Crusader: No Regret 

EA/Origin 

7.86 

9 

Interstate 76 

Activision 

7.82 

10 

The Need for Speed 

EA 

7.54 



TOP CLASSIC/PUZZLE GAMES 


2 

4 

You DonU Know Jack II 

You Don’t Know Jack 

You Don’t know Jack Sports 
Power Chess 

Berkeley.Systems 
Berkeley Systems 
Berkeley Systems 
Sierra 

■8:36 

8.19 

8.14 

7.25 

5 

Incredible Toons 

Sierra 

7.24 


Incredible Machine 2 

Sierra 

7.05 


Mind Grind 

Microforum 

7.00 


Monopoly 

VirginAVestwood 

6.89 


Baku Baku 

Sega 

5.95 

10 

- 




1 TOP SPORTS GAMES 




1 Unks U 


8.69 

2 Nascar 2 

Sierra 

8.29 

3 NBA Uve ’97 

EA Sports 

8,26 

4 NHL '97 

EA Sports 

8.25 

5 Grand Prix 2 

MicroProse 

8.09 

[ 6 Tripleplay ’97 

EA Sports 

7.63 

7 Nascar Racing 

Sierra 

7,62 

8 FPS Football Pro '97 

Sierra 

7.57 

9 NHL Hockey ’96 

EA Sports 

7.53 

10 NBA Live ’96 

EA Sports 

7,49 



.8,78 

Bethesda 7.45 

New World Computing 7,17 
Blue Byte 6.09 


TOP ADVENTURE GAMES 


1 Pandora Directive 


2 

Gabriel Knight 2 

Sierra 

8.29 

3 

Realms of the Haunting 

Interplay 

8.08 

4 

Rama 

Sierra 

7.79 

5 

The Neverhood 

Dreamworks 

7.66 

6 

Spycraft 

Activision 

7.56 

7 

Circle of Blood 

Virgin 

7-53 

8 

Full Throttle 

LucasArts 

7.52 

9 

Leisure Suit Larry 7 

Sierra 

7.46 

10 

Lighthouse 

Sierra 

7.44 


1 TOP SIMUIATION/SPACE COMBAT GAMES 

1 

Wing Commander IV 

EA/Origin 

8.40 

2 

MechWarrior 2 

Activision 

8.17 

3 

MechWarrior 2: Mercenaries 

Activision 

8,14 

4 

AH-64 Longbow 

EA/Origin 

8.11 

5 

U.S. Marine Rghters 

EA 

7.89 


Silent Hunter 

SSI 

7.89 

7 

X-Wing vs. TIE Fighter 

LucasArts 

7.86 

8 

EF2000 

Ocean 

7,68 

9 

Flying Coiiis 

Empire 

7.67 

10 

U.S. Navy Fighters 

EA 

7,59 



1 

Warcraft H Expansion Disk 

Blizzard 

8.89 

2 

Warcraft II 

Blizzard 

8.81 

3 

Heroes II 

New World Computino 8.79 


Red Alert 

VirginAWestVkfOod 

8.79 

5 

Civilization 11 

MicroProse 

8.76 

6 

C&C: Covert Operations 

Virgin/Westwood 

8.31 

7 

Command & Conquer 

VirginAVestwood 

8.29 

8 

Civilization 2; Scenarios 

MicroProse 

8,22 

9 

Red Alert: Counterstrike 

VirginAVestwood 

8.20 

10 

Heroes of Might & Magic 

New World Computing 7.90 



TOP WARGAMES 



Steel Panthers li Campaign Disk 
Steel Panthers Campaign Disk 

SSI 

SSI 

9,00 

6.69 

3 

Steel Panthers il 

SSI 

8,48 

4 

Steel Panthers 

SSI 

8.42 

5 

Battleground: Shiloh 

TalonSoft 

8.09 


Battleground: Antietam 

TalonSoft 

8.07 

7 

Tigers on the Prowl II 

HPS 

7,91 


Battleground: Waterloo 

TalonSoft 

7.72 

9 

Battleground: Gettysburg 

TalonSoft 

7.53 

10 

Robert E. Lee: Civil War General 

Sierra 

7.34 


TOP 100 GAMES 





★ 1 

Quake Pack 1: Scourge of Armagon id Software/Hipnotic : 

,AG , 

: 9,1.9 1 

2 

Quake Pack 2; Dissolution/Eternity id Software/Rogue 

AC 

9.11 

^ ? 

5tee}’Pa^eRji Campaign D$^ 

'.SSI; ■ 

-M: ■ 

■-,9.00'^' 

★ « 

Warcraft 11 Expansion Disk 

Blizzard 

ST 

8.89 

5 

ifi^rcraft II 

Blizzard 

st; 

, 8.8T ■■ 

6 

Heroes li 

New World Computing 

ST 

8.79 


Red Alert 

Virgin/Westwood 

^ ST - 

8,79 ; 

★ 8 

Diablo 

Blizzard 

RP 

8.78 

9 

Civilization II 

MicroProse 

ST ■ 

8,76 

★ i" 

Links L$ 

Access 

SP 

8.69 


Steel Panthers Campaign Disk 

sst 

WG 

8.69 

12 

Steel Panthers II 

SSI 

WG 

8.48 

13 

Steel Panthers 

sst 

WG., 

8.42 : 

-k'* 

Wing Commander IV 

EA/Origin 

SI 

8.40 

15 

Tomb Raider 

Eidos 

;AG 

8,38 ; 


Duke Nukem 3D 

Apogee/3DReaims 

AC 

8.38 


You Don’t Know Jack li 

Berkeley Systems 

CP 

8.36 

Tic 18 

Pandora Directive 

Access 

AD 

8.31 


C&C: Covert Operations 

. VirginAVestwood 

I'ST:- 

■ m 

20 

Nascar 2 

Sierra 

SP 

8.29 


Command & Conquer 

Virgin/Westwood , 

'.ST',.. 

. 8.29 ; 


Gabriei Knight 2 

Sierra 

AD 

8,29 

23 

NBA Live '97 

EA Sports 

■'SP 

8,26 

24 

NHL ’97 

EA Sports 

SP 

8.25 

25 

Civilization 2: Scenarios 

MicroProse . 

st:.. 

8.22 

26 

Red Alert: Counterstrike 

Virgin/Westwood 

ST 

8,20 

27 

You Don't Know Jack 

Berkeley Systems . 

GP 

: 8;i9 

26 

MechWarrior 2 

Activision 

SI 

8.17 

29 

You Don’t Know Jack Sports 

Berkeley Systems ; 

CP , 

.8,14, 


MechWarrior 2: Mercenaries 

Activision 

SI 

8.14 


l^usader: No Rmnorse 

EA/OrIgin 

AC ', 

.■ 8,14. 

32 

AH<64 Longbow 

EA/Origin 

SI 

8,11 

33 

The Need for Speed SE 

EA . 

AG 

.. 8,10 

34 

Grand Prix 2 

MicroProse 

SP 

8.09 


Battleground: Shiloh 

TalonSoft 

WG . 

, . 8.09 . 

36 

Realms of the Haunting 

Interplay 

AD 

8.08 

37 

Battleground: Antietam 

TalonSoft 

,WG 

8.07 . 

38 

Quake 

id Software 

AC 

8.03 

39 

Tigers on the Prowl II 

HPS 

■WG.; 

• 7-, 91 

40 

Heroes of Might & Magic 

New World Computing 

ST 

7.90 

41 

U.S. Marine Fighters 

EA ■ 

■ ',Sf. 

■'7,89. 


Silent Hunter 

SSI 

SI 

7.89 

43 

Crusader: No Regret 

EA/Origin 

AC 

7,86 


X-Wing vs. TIE Fighter 

LucasArts 

SI 

7.86 

45 

Interstate ’76 

Activision 

AC 

7,82 

46 

Rama 

Sierra 

AD 

7,79 

47 

Battleground: Waterloo 

TalonSoft 

WG 

..,7.72 

48 

EF2000 

Ocean 

SI 

7.68 

49 

Flying Corps 

Empire . 

. SI 

7,67 

50 

The Neverhood 

Dreamworks 

AD 

7,66 


isi' 

Theme Hospital 

EA/8ullfrog 

ST 

7.64 s 

52 

IVipleplay ’97 

EA Sports 

SP 

7,63 


Jagged Alliance: Deadly Games 

Sir-Tech 

ST 

7.63 

54 

Nascar Racing 

Sierra 

s'p 

7.62 

55 

U.S. Navy Fighters 

EA 

SI 

7.59 : 

56 

FPS Football Pro ’97 

Sierra 

SP 

7.57 


Lords of the Realm II 

Sierra 

ST 


58 

Spycraft 

Activision 

AD 

7.56 

59 

The Need for ^eed 

EA 

AC 

7.54 

60 

Circle of Blood 

Virgin 

AD 

7.53 


NHL Hockey ’96 

EA Sports 

SP 

7,53 


Battleground: Gettysburg 

TalonSoft 

WG 

7.53 

63 

Full Throttle 

LucasArts 

AD 

7.52 

64 

Advanced Tactical Fighters 

EA 

SI 

7,50 

65 

NBA Uve ’96 

EA Sports 

SP 

7.49 : 

66 

Fantasy General 

SSI 

ST 

7.48 


Warfairds 

Interactive Magic 

SI 

7.48 ^ 

68 

Leisure Suit Larry 7 

Sierra 

AD 

7,46 


FPS Foothall Pro ’96 

Sierra 

SP 

7,46 ; 

70 

Daggerfall 

Bethesda 

RP 

7.45 

71 

F-22 Lightning li 

NovaLogic 

ST 

7.44 


Lighthouse 

Sierra 

AD 

7.44 


CivNet 

MicroProse 

ST 

7.44 

74 

Privateer 2 

EA/Origin 

SI 

7,43 

75 

MDK 

Playmates 

AC 

7.41 

76 

PGA Tour Golf 486 

EA Sports 

SP 

7.40 

77 

Jack Nicktaus 4 

Accolade 

SP 

7.37 


Tony LaRussa 3 ’96 

Stormfront Studios 

SP 

7.37 

79 

FIFA 97 

EA Sports 

SP 

7.35, 

80 

Robert E. Lee: Civil War General 

Sierra 

WG 

7.34 

81 

Pro Pinball 

Empire 

AC 

7.32 

82 

Outlaws 

LucasArts 

AC 

7,31 

83 

Magic The Gathering 

MicroProse 

ST 

7.26. 

84 

Power Chess 

Sierra 

CP 

7.25 

85 

MJt.X. 

Interplay 

ST 

7,24 


Incredible Toons 

Sierra 

CP 

7.24 

87 

ZoHc Nemesis 

Activision 

AD 

7.23 

88 

System Shock 

EA/Origin 

AC 

7.21 


Descent 11 

interplay 

AC 

7.21 

90 

Virtual Pool 

Interplay 

SP 

7.19 


Road Rash 

EA ■ 

AC 

7.19 

92 

Toonstruck 

Virgin 

AD 

7.18 


Missionforce Cyberstorm 

Sierra 

ST 

7.18 

94 

Anvil of Dawn 

New World Computing 

RP 

7.17 


Syndicate Wars 

E/VBul!frog 

AC 

7.17 .. 

96 

Jettighter III 

Mission Studios 

SI 

7.16 

97 

1^0 of Rifles Campaign Disk 

SSi 

WG 

7.11 

98 

The Need for Speed II 

EA 

AC 

7.10 


Terra Nova: Strike Force Centauri 

Looking Glass 

AC 

7.10 ; 

100 

Hexen 

Raven/id 

AC 

7,09 


Games on unnumbered lines are tied with game on line above, '^= Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat, 
ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle, Games are retired after tvra years and become eligible for the Hall of Fame, 
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COW 


MARTIN CIRULIS 


Whats the Deal 
with...Ethies? 



N early a year 
ago I started a 
minor news- 
group brush- 
fire when I 
made a fairly 
oblique refer- 
ence to a dubious moment in game- 
reviewing hisloiy. This minor debate 
eventually came to a head with a 
thought-provoking letter, published in 
this magazine. In it, the reviewer I 
made reference to-Mr. Trotter— very 
graciously explained the bad situation 
he had found himself in, and the 
resulting state of mind that led him to 
overrate a game that he was review- 
ing (for a competing magazine), after 
having written a strategy book for the 
selfsame game. Mr. Trotter’s eloquent 
explanation certainly dispelled my lin- 
gering resentment over the incident, 
and almost made me feel bad about 
bringing it up at all. I say “almost" 
because 1 think anything that leads to 
healthy debate in the industry is a 
good thing, regardless of how awk- 
ward it can be. 

Unfortunately, one aspect of the 
online squabble lingers on. We still 
haven’t settled the issue of ethical 
behavior on the part of a game 
reviewer, and to be honest, some of 
the stuff I’m hearing out there is start- 
ing to bug me again. 

Recently, some professionals have 
begun to express an almost imperial 
arrogance toward the consumer. It 
goes something like this: “If only you 
poor slobs had the slightest inkling of 
the true machinations of publishing. 


you would realize the simple truth: 

We Gods-amongst-gamers make so 
little in the way of royalties from the 
sale of these strategy books that only 
a moron would believe we’d risk our 
credibility by purposely giving a bad 
game a good review just to sell a few 
more books.” 

h U Readers 
I must be 
able to 
believe not 
onlv in the 
magazine 
they read, 
but also in 
the individ- 
ual writers 
who write 

I for it. yy 

Now to a certain extent, this point 
is valid. If you readers could look over 
the average strat book contract, you 
would indeed see that no one is 
going to get rich from royalties 
earned in this business. On the other 
hand, don’t let anyone fool you into 
thinking that there’s no difference in 


your next advance if your last guide 
was for Quake instead of This Means 
War. Anyone who does a strat guide 
wants it to be for a Top 10 game. 

But be that as it may, the technical 
reality of how much a reviewer stands 
to gain financially is actually irrele- 
vant, compared to how such situa- 
tions appear to the average reader. To 
mangle a phrase from this decade’s 
favorite fantasy hero, "Impropriety is 
as Impropriety does." 

Who cares what we “in the know" 
really know? What matters is what 
readers think when they see the 
same name on a review that they saw 
on a $20 strat guide. Do they sagely 
nod and say, “The realities of profes- 
sional publishing make it unlikely that 
we’re the victims of a scam"? 
Somehow I suspect the more likely 
scenario is that the magazine that 
publishes that review loses another 
customer forever. Even in cases 
where the game, the review, and the 
strat guide are all of high quality, it 
does the business little good if a 
writer is responsible for a big money 
guide book and then pens the review 
of that same game, if we lived in a 
world where reviews were written first, 
and strat books second, it might be 
different-but we can all remember 
seeing guides that have beaten the 
game to the shelves. 

It just doesn’t look good, and it's 
a practice that should stop, if for no 
other reason than the fact that the 
amount of money to be made from 
the review is paltry compared to the 
money made from the strat guide. 


Why give even the appearance of 
impropriety for a paltry few hundred 
dollars when the book has already 
earned you a few Gs of cool, hard 
cash? Let somebody else do the 
review, so that people have one less 
reason to believe that all gaming 
journalists are “on the taka" 

All computer game magazines 
exist on the fine edge of reader trust. 
(Okay reader trust and the desire to 
see cool screenshots of games that 
are going to be vaporware for at least 
another two years.) Readers must be 
able to believe not only in the maga- 
zine they read, but also in the individ- 
ual writers who write tor it, or logically, 
they’re wasting their money. While I 
am thrilled that some of you out there 
will stick with the Fourth Estate 
through thick and thin, I'm not going 
to be the one explaining, “Gee— sure I 
wrote a great review of that game, but 
it had nothing to do with the company 
flying me down to see their late beta 
for an all-expenses-paid week....” 

You folks out there don’t have 
months of design notes, long person- 
al talks with the designers, or pleas- 
ant tours through spiffy offices to 
help you get the most out of a 
game.. .and neither should we. If we 
are in a position to know so much 
about a game then we obviously are 
a little too close for an impartial judg- 
ment. We should leave that particular 
review to someone else. Period. 

Absolute impartiality, both in reality 
and appearance, should be the only 
real ethic in this business. ..everything 
else is just sophistry and smoke. % 


Computer Gaming World (ISSN (5744-6667) is pjhlished monthly by Ziff-Davis, Inc. One Park Avenue, New York, NY 10016. Subscription rale is $27.97 for a one-year subscription (12 issues). Canada and aii other 
countries add $16.00 for surface mail. Postmaster: Send address changes to Computer Gaming World, P.O. Box 57167, Boulder. CO 80328-7167. Canadian GST registration number is 89371 0442 RT. Canada Post 
International Pub's Mail Product (Canada Distribution) Sales Agreement No. 1058649. Periodicals postage paid at New Yorir, NY 10016 and additional mailing offices. Printed in the U.S.A. 






GAMES.. 


‘The freshest premise ef any 


computer football game in years.” 


- Computer Gaming Woriti 



‘‘(Legends) has an incredible 
look and feel...top-notch... 
gameplay and game mechanics 
are cutting edge.” 

-M3 

“One of the top five most 
anticipated titles of 1997.” 

- George Jones C/Net 

“Graphically appealing and easy to 
control...staclfs up with the best 
football Sims around!” 

- On Line Gaming Review 



t. 



■.f-'l!- 


THE GREAT MODERN 


L£AG£i£ Ll:ADIEllS' 



You want stats? You got stats! 
Track over lOO different 
categories in singie game 
or fuil season piay. 



Make your own plays and create 
your own players with the best 
Play Construction and Team 
Editor ever made! 






Amani Toomer 


I ^ 'V 

- ■ f .1 







ward Cross ^ 






David Brown 


"...impressive strategic richness... 
beautiful graphics and solid gameplay.” 

-Computer Gaming World 



FOOTBALL. 


Download the demo today at WWW.3CC0l3dG.C0rn 
To order direct, call 1 -800-245-7744 









...Meets Three 
Lejiendaiy Eras 


Build a football dynasty like 
Dallas or San Francisco. Draft, 
trade, and manage players 
throughout entire careers! 


Advanced A.I.with team specific 
styles and coachiny strategies 

Intense multi-player action usiny 
the Gravis Grip Multi-player adapter 

"Time Travel” with teams to create 
fantasy matchups 

Action and Coach Mode play 


The football is larger and 
harder to throw. Do you take 
a chance on the pass or grind 
it out with a running attack? 


Rules favor the running 
game. 


Goal posts were placed in 
the front of the end zone. The 
"Post” pattern was commonly 
used to run defenders into 
the posts for an easy touch*- 
down reception. 


Play a little rougher on the 
receivers. You can hit them 
anywhere on the field until 
the ball is thrown.. .and it's 
all legal! 

Players like Dick Butkus ruled 
the gridiron, paving the way 
for the modern-day player. 


It’s not always sunny on the 
gridiron - battle It out in snow, 
sleet, and rain. You’ll have to 
adjust your gameplan to win. 


20-man rosters require most 
of your players to play both 
offense and defense. Get 
ready to use Dan Marino as 
a defensive back or junior 
Seau at running backi 


GAME... 


\r%jr~ 







PLAYERSs 
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llio Nallanol FeelballLuagui! Playors, NFL Praparlics tnc, nnd till) NFL Qunrtorback Club, Inc. NFLPAIicciiee valid lar all iiiudurn playuni andneluct ora {ilayara unly. 
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The I fiercest force in space... 




